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Avalon Hill Philosophy Part 53 



As has been the case all too often in recent 
times, the new year brought more than resolu- 
tions. Inflation seems to be catching up with us 
again and in an attempt to stay solvent a price 
increase is in order. Effective immediately, all 
flat box games except TACTICS It and BLITZ 
KRIEG will retail for $9.00. TACTICS II will 
remain at S5.00 as our lost leader introductory 
game. BLITZKRIEG will remain at $10.00— a 
price necessitated by the size of the board. Most 
stores will probably delay passing on the 
increase until they place their next order so you 
may still be able to locate the games in your local 
store at the old price for a short while. 

Speaking of reduced prices, we occasionally 
get complaints from ELITE Club members who 
are upset because they can utilize their 
$1.00/ game discount for only the mail order 
titles. The explanation for this is quite simple. 
Our distributors (and your local store owners) 
would be quite upset, and justifiably so, were we 
to offer the games direct for less than the 
suggested retail price. Such price undercutting 
would be akin to cutting their collective throats 
(and therefore ours) and would be looked upon 
with something less than mirth by our distribu- 
tors. Hence, the ELITE Club discounts must 
apply only to Mail Order Division games. 

Our distribution system is a story in itself. 
Approximately 85% of our business is done 
through wholesalers or mass merchandisers. 
These concerns order in large quantities at the 
(argest possible discount and then sell the 
games in smaller lots at a smaller discount to 
individual stores. Thus, when you call asking us 
to recommend a store in your area which carries 
the games, more often than not we can't help 
you. All we can do is give you the name of a local 
wholesaler who probably could care less about 
selling one game to an individual. If you're lucky 
he may provide you with the name of a store in 
your area which he supplies, but in many cases 
he's likely to be too busy to want to be of any 
help. So unless you happen to be nearby a good 
source, you're better off sending us a mail order. 
Now that UPS service has been extended across 
the continental United States our mail order 
service runs even quicker and more efficiently 
than in the past, and we strongly urge you to use 
it if having difficulty finding the games locally. 

The wargaming t-shirts are in production and 
are available for mail order purchase now. See 
the advertisement elsewhere for ordering 
details. The black and white photographsshown 
in this issue do not do full justice to their 
appearance in full color. 

NEW TITLES 

As related last issue, KINGMAKER will be 
our annual spring retail release. It will be 
accompanied by the second edition of TOBRUK 
whose place in the Mail Order Division will be 
taken by FRANCE, 1940. Therefore, effective 
immediately, TOBRUK will no longer be eligible 
for the ELITE Club discount, but FRANCE, 1940 
will. 

Accompanying the spring retail releases will 
be our newest mail order offering; RUSSIAN 
CAMPAIGN. Like KINGMAKER and ALES/A, 
RUSSIAN CAMPAIGN is the initial product of 
another company. The game was initially 
designed by our exclusive Australian agent John 



Edwards who marketed it in Australia where it 
became an instant success. Although the game 
has been hard to obtain in the United States, 
those Americans who have seen it have been 
lavish in their praise. We initially discounted the 
possibility of producing it due to the overlap of 
subject matter with our own STALINGRAD but 
several games quickly convinced us that this 
was too good to ignore. So we've set out to 
improve the graphics, tighten the rules, add 
scenarios and playing aids, and generally 
improve upon what was admittedly an extremely 
entertaining game before we ever saw it. 

Although RUSSIAN CAMPAIGN covers 
much the same ground as STALINGRAD, it is an 
entirely different game. The Russian doesn't win 
just by holding on to his cities. He must reverse 
the tide of war and take Berlin by June, 1 945. 
Moves are double impulse with each impulse 
equalling a month of real time. Industrial values, 
airpower, weather, partisans, parachutists, 
naval transport and invasions all lend a touch of 
realism to a game which never becomes static. 
The German blitzkrieg knives through the initial 
Russian defenses with all the force of the 
original Barbarossa. The average game finds 
German panzersoutside the gates of Moscowby 
November only to be repulsed by General 
Winter. From that point on it's a close thing as 
the Germans strive to deliver a knockout blow to 
Russian industry before the Red Army can 
recover and start its steamroller advance on 
Berlin. 

The game ptays swiftly and in exciting 
fashion with many changes of fortune. By way of 
illustration — one test game we played found the 
German panzers surrounding Stalin in Moscow 
in September, 1941. The attack which, if 
successful, would have resulted in an automatic 
German win, came at 4-1 odds and was met by a 
Contact. Another attempt during the second 
impulse (October) fared no better. The Russian, 
in his turn, could manage only a 1 2 surrounded 
vs the northernmost panzer pincer and a 1-4 
soak-off with Stalin. As fate would have it, the 
panzers were eliminated in a retreat and Stalin 
survived the soak-off, retreated out of danger, 
and set up shop in Stalingrad. A sudden change 
in the weather stopped the Germans in their 
tracks and after 3 touch & go 1 942, the Russians 
gained the upperhand and swept into Berlin and 
victory. What had looked like a sure German 
victory turned into a gradual uphill battle for the 
German player. For lack of a better comparison, 
RUSSIAN CAMPAIGN could easily be consid- 
ered a DNO in a miniature, highly playableform. 
PBM enthusiasts should latch onto this one. It is 
being especially developed with the pbm enthu- 
siast in mind and should be the best game we've 
ever made for pbm play. 

As good as RUSSIAN CAMPAIGN is, it's 
small potatoes compared to other recent acqui- 
sitions by Avalon Hill. Wargamers far and wide 
should be thrilled by our purchase of Games 
Research, Inc. — makers of the classic DIPLO- 
MACY game. DIPLOMACY is a seven player 
political/military game which has been so 
successful in establishing a hard corps following 
of its own that it has been widely recognized as 
the third branch of wargaming in and of itself 

Continued on Page 24, Column 2 
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EVERYTHING YOU ALWAYS WANTED TO KNOW ABOUT HEXES 



but were too board to ask. 



PANZERBLITZ HEX BY HEX 



By Larry McAneny 



About six months after PANZERBLITZ became 
generally available in retail stores 1 began to hear 
complaints: "We know every bush ... no chal-' 
lenge . . . crucial hexes all located . . . familiar 
. . . need new terrain . . . new boards . . . MORE 
boards . . . ". 

Now these complaints had some validity. In my first 
outburst of enthusiasm for PANZERBLITZ I 
played all twelve scenarios a couple times each in the 
space of a month. Thereafter, I discovered that my 
tactical appraisal of the ground was no longer fresh: 
f did not have to look around wildly for the vital 
high ground; I knew precisely where it was and how 
long it would take my troops to get there. Manstein 
at the height of his glory could not have boasted 
such an advantage. 

Realistic tactical combat should be an improvisa- 
tory art. Since we experts are no longer improvising, 
we feel entitled to dance mournfully upon the bodies 
of victim novices to sad strains of "unrealism" and 
"over-familiarity." 

If you can't join the chorus line, this article is for 
you. 

Incidentally, there are two ways in which you can 
study the terrain thoroughly and still retain some of 
the impromptu feel of "real" combat: 

1. Play carelessly, (my method) 

2. Have somebody make up new boards for you all 
the time. Why Avalon Hill never published new 
boards I cannot understand. At the outset, 
PANZERBLITZ could have sold mapboards the 
way Barbie sold midget bikinis. 

I. OVERVIEW 

To facilitate over-familiarity with the three boards 
Avalon Hill did publish, let's see if we can discover 
the design philosophy behind them. 



The countryside depicted on the mapboards does 
not seem much like the Russia described in my 
Richard Scary atlas. No snow, no mud, no weather 
at all, in fact. No vast forests, vast steppes, or vast 
women. Lots of hills, though, all the same height. 
Trees grow on top, but never on the slopes. 

Transportation needs are met by an amazing 
quantity of one-lane roads, too narrow for vehicles 
to pass each other at speed, but so well paved that 
trucks can go four times as fast on roads as on open 
ground. Although the Soviets depended heavily on 
their railroads, PANZERBLITZ has no choo-choo 
terrain — nor airfields, nor major cities, nor broad 
rivers, factories, farms .... Well, why go on about 
it, PANZERBLITZ terrain is not "twenty square 
miles of typical Russian terrain." PANZERBLITZ 
lacks (dare I utter it?) realism. 

Fortunately. 

Few "real" tank battles take place on complex 
ground. Generally, the defender deliberately 
chooses a site dominated by one or two major 
terrain features (E.g. Alam El Haifa ridge) in the 
hope of denying the attacker freedom of maneuver. 
The attacker makes the best of whatever accidents 
of ground are available to him, but usually will have 
to make some part of his assault over open ground. 
At that point, if not sooner, the battle is beyond 
either commander's control. It becomes a slugging 
match, the outcome of which will depend on 
attrition at the crucial point. The division CO may 
commit his reserves at this or that point, but once he 
does, the result will be decided by luck, morale and 
numbers. 

Brilliant strategems are uncommon on the real 
battlefield, and technical differences play a minimal 
part. An infantry company over-run by assault guns 
will not care what sort of assault guns they are. Tank 
Dlatoons undergoing heavy artillery concentrations 



will fare just about the same, no matter whether 
outfitted with Pz IV's or Tiger ll's. Quite serious and 
complete military histories, even those concerned 
especially with small unit actions, rarely give details 
on vehicle types involved. Apparently, flexibility of 
commanders and of tactical doctrines will more 
than offset inferior equipment. The technicalities of 
tank design are not to have direct bearing on the 
outcome of the action. 

Now, PANZERBLITZ is a game designed at the 
height of what was practically a worship of tanks. 
Minor variances in tank design, however unimpor- 
tant militarily, were a matter of intense interest to 
many of us. Nobody wanted to hear about artillery 
or infantry — if a game had tanks in it, it sold. Only 
recently have wargamers begun to take a more 
balanced view. 

PANZERBLITZ, faulted now for its lack of realism 
was, in fact, never an accurate portrait of armored 
warfare; it was at birth a caricature, in which the fine 
shadings of tank and anti-tank design are heavily 
underlined and exaggerated. The unreality of the 
caricature has nothing to do with "payability" — the 
adman's excuse for drabness— but is instead a 
response (whether a deliberate or unconscious 
response, I do not know) to the major wargaming 
fantasy of 1969-70: the over-awing might of the 
tank. 

Tank-worship pervades the game. You see it in the 
counters: only the armor rates a silhouette. You 
hear it in the name: PANZERBLITZ] (How much 
blitzing was done by Panzers in the game's 1943-44 
time period?) Most of all, it emanates from the box- 
art: Advancing Jagdpanthers, teutonic, massive, 
dominating the horizon like battleships and no 
infantry in sight. 

The PANZERBLITZ boards, too, are the natural 
map of the tank freak's fantasy. The pattern of the 
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terrain is set up to make small differences in range 
and movement factor as crucial as possible. Why, 
for example, does no road run between Opustosche- 
nia and Zabvenia? Doesn't anybody ever journey 
between these two towns? But if the road were there, 
then there would be no place on the mapboards 
where the tanks could outdistance the trucks, where 
the trucks' slow off-road speed would leave them 
exposed in the open. 

The logic of geography (reality) would expect a road 
between the two communities; the logic of game 
design (fantasy) demands open terrain. The PAN- 
ZERBLITZ boards answer to the latter logic, and 
the player with the speedier tanks triumphs on the 
Opusoschenia plain just as he feels he ought to. That 
feeling, that what happens in the game is just how it 
should be, is all the reality you ever get in a 
wargame. And in regard to that feeling, the 
PANZERBLITZ boards were once quite real. 

II. HEXES AND HEXSIDES 

Now that we have an overview, let's disect the 
boards a bit. For one half the time you spend 
playing, your units will be motionless, frozen in 
place while your opponent shoots, over-runs, 
assaults or encircles them. With that delightful 
prospect before you, you want to be a might choosy 
about where you park your Puma. Fortunately, the 
choices are not extensive; I'll list them for you: 

1. Clear terrain. 

Some industrious reviewer once counted the clear 
terrain hexes in PANZERBLITZ, he found 481 of 
them. They are all dangerous. You can lose units 
faster, in more ways, on clear terrain than on any 
other kind. 

I envision this terrain as being rather soft, open flat 
ground. Tanks grind through il at half their road 
speed. Trucks wallow at 'A their road speed. Since 
the boards are designed to be advantageous to 
tanks, clear terrain is completely clear: No wheat 
fields or small boulders which would give infantry a 
concealment bonus. Where the tanks are observed, 
everybody's observed. 

And observation is deadly. (The game symbol for 
the Evil Eye looks like this: 



t 201 



Not only can you be shot at on clear terrain, you can 
also be close assaulted and over-run, all without 
addition to the die roll. On the other hand, if you live 
long enough to return the fire, you will find your 
opponent's units in cover or on higher ground. 1 
recommend that you don't slop on clear terrain, 
even if it means you can't use all your movement 
factors, even if it means you can't fire next turn, even 
if you'll miss an opportunity to over-run a truck. 

Rule: IF YOU STOP YOUR UNIT ON CLEAR 
TERRAIN, BE PREPARED TO LOSE IT. 

Incidentally, it pays to be a little suspicious when 
you see a small target in the open, particularly if you 
are retreating. A German in Situation Four can lose 
a lot of units just by taking the time to open fire 
every time the Russian gives him an easy shot. 

2. Slopes. 

The slopes in PANZERBLITZ are all bare, without 
concealment, like clear terrain on an incline. The 
incline is extremely gentle, so that a reverse slope is 
never in defilade to an observer on a hilltop. 

At a distance, a unit is more likely to be observed on 
a slope than on plain terrain. This disadvantage is 
offset by a defensive advantage: Incoming fire is 




4. Hilltop hexes. 

There are really two types of hilltop hexes: 



With trees. 
Without trees. 



Diagram I: situation 4. 

The JgPz. IV dares not fi real the truck which the Russian has put 
out as bait, for fear of the infantry close assault. Nor can the Nashorn; 
Russian tanks would surround it next move. Both German units 
should retreat. 

halved. The advantage does not benefit small 
units— a halved Hummel will still kill a truck — but 
does give infantry units an approach march free 
from the hazards of over-run. A tank may stop on a 
slope to take up a temporary firing position or to 
avoid over-run. Neither infantry nor tanks should 
occupy a slope permanently: There is no cover and 
no addition to the die roll, so eventually your 
opponent will bring up the artillery to get a 4-to-l 
sure kill, You want to move on before he does. Thus, 
for the most part the superior field of fire you get 
from a slope goes unused: You can't afford to stick 
around long enough to shoot. As with clear terrain, 
best stop elsewhere. 

3. Brown hex sides. 

PresumatHy these hexsides represent litlle ridges in 
the slope, flanked by enough rubble that you can't 
get close to them to use them in a huil-down 
position. Unlike the other heavy hexsides, Brown 
hexsides don't always block fire along their length. 

The trick with brown hexsides is to stay close to 
them but not too close. One hex away on low 
ground is ideal. If you stop adjacent to the hexside 
you will be on a slope: In that position the brown 
hexside will block your field of fire to slope or 
ground positions, but leave you exposed to fire from 
hilltops. If you stop on flat ground one or two hexes 
behind the brown hexside, your field of fire will not 
be much worse, but your protection will be 
considerably greater. About the only advantage an 
adjacent position confers is that the brown hexside 
will help keep an adjacent attacker halved. 

In any event, it is wise to keep in mind that brown 
hexsides do not impede movement. Their protection 
is from fire only; you can be over-run or outflanked 
through a brown hexside if your opponent has the 
movement factors. As with slopes, it is best to regard 
brown hexsides as transitory shelter — enough to 
stop for a turn but not enough to set up camp. Even 
then, better inspect the terrain carefully. Often there 
are peculiar gaps between the ridges (Diagram 3) 
which allow a shot to slip through. Many a dead 
man thought he was on dead ground. 



Type A is just swell. You can see the enemy far off, 
you can shoot him up from a distance and he can't 
shoot back. Type Bis awful. He can see you from far 
off, shoot you up from a distance or over-run you. A 
hilltop is the most exposed chunk of terrain around. 
You get a large field of fire with few masks and a 
defensive bonus, and with cover you can take 
devastating advantage of those features. Most of the 
good artillery positions on the board are green 
hilltop hexes. But just as you can see everything, so 
everything can see you. Without cover you cannot 
last long enough to use that wide field of fire, and 
since every popgun in range can join the attack 
againsl you, the halving of low-level fire will 
probably not save you. A Fight on Bald Mountain is 
a Loony-Tune. 

5. Orange hexsides. 

Orange hexsides are very nearly superfluous to the 
play of the game, once you understand the shape of 
the terrain which the mapboard describes. An 
orange hexside signifies a military crest. It is not 
necessary to outline the interior plateau hexes of 
Hill 132; once you understand that the top of the hill 
is flat, a mesa, then the only significant orange 
hexsides are those adjacent to slopes. If you wish to 
fire down the slopes you must assume a position 
adjacent to the military crest. 




Diagram 2: Brown hex-sides. 

The Russian armor is badly positioned. Neither unit can be 
overrun. But the S U-85 has a very poor field of fire, blocked on three 
sides by brown hexsides and about to be pummeled by a Hummel. 
The T-34,85. one hex away Trom The brown hexside. has a much 
better field of fire, and alt German fire is blocked. Notice, however, 
that the brown hex-sides halve the German CAT attack to the point 
that the SU-85 is in no more danger from two stacks of infantry than 
the T-34 is from one stack. 

Orange hexsides make rather better cover than 
brown hexsides because the cover is more obvious. 
A flat-topped hill is easy to hide behind, and has no 
embarrassing gaps. Moreover, you can do your 
hiding at any distance from the hilltop. No one need 
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Diagram 3a Brown hex-sides. 

The German armor seemed safely hidden behind the ridge Uses. 
A slight miscalculation , . . 

puzzle out whether attacker or target is closer to an 
orange hexside; unlike brown hexsides. they mask 
fire absolutely, for all distances. This feature allows 
one to make use of reverse slopes in a way that is too 
dangerous with razor-back ridges. The cover is still 
too tenuous to allow the setting up of artillery on a 
reverse slope, as an enemy turning movement will 
unmask the target, but infantry and vehicles may 
pause here as long as they deem necessary. 

One more thingabout orange hexsides. Each hilltop 
hex has one blind shoulder, and many have two, 
where an unfriendly unit may find shelter, A hilltop 
unit has no line of sight along the length of an 
orange hexside. These blind shoulders are very 
handy as jump-off points for close-assaulting 
infantry. (Diagram 4) Interlocking fire from 
neighboring positions is the best remedy for this 
vulnerability. 




Diagram 4: Orange hex-sides. 

the Russian has occupied the blind shoulders of the German 
position with his recon units. Neither German unit can fire:eithercan 
be close assaulted next [urn. 



6. Swamps. 

Swamps seem to be more water than weeds. 
Infantry can move through swamps but get no 
concealment advantage. Vehicles enter swamp 
hexes only on roads. Thus, swamps have a 
channelizing effect, very much favoring a defender. 
A swamp is a fine place to stop a unit behind; 
stopping in a swamp hex is no healthier than it 
sounds. 

7. Woods. 

The woods in PANZERBLITZ provide 100% 
concealment. A unit in woods is invisible, even if 
you saw it go in, even if it fires at you every turn. It 
you want to shoot it, you've got to spot it first. The 
spotting requirement is a bugaboo to a lot of 
gamers, particularly those who want to see a sort of 
Tank Fight in the O.K., Corral, with everybody out 
in the open, blasting away. Instead of that they get 
T/34s playing cops and robbers with the Tigers in 
the timber. And "Panzerbush" loses another fan. 

Now these Panzerbushers do have a valid "reality" 
argument, since the game does not feel right to them 
(although 1 should hasten to mention that quite 
frequently troops do have trouble locating the 
sources of incoming fire; I gather one has a certain 
tendency to keep one's head down, making it hard to 
see . . . ). But the Panzerbushers miss the design 
purpose of woods hexes. Woods hexes are not 
places to cower in, safe from all harm; they are 
places to move through and fight for. 

The essence of combat is movement; One force tries 
to move into or through the area occupied by a 
hostile force. In twentieth century warfare, there are 
two absolute requirements for tactical movement. 
One is traversable terrain— a path. The more 
obstacles (E.g. hills or enemy soldiers) in that path, 
the slower the movement. The second requirement 
is cover. The more complete the cover, the more 
freedom from fire and observation, the faster the 
movement. 

PANZERBLITZ is the most fluid of any of the 
tactical games primarily because the PANZER- 
BLITZ boards feature an unnatural abundance of 
cover, most of it woods hexes. (That industrious 
polyhistor whose work I am plagiarizing counted 
207 woods_ hexes, approximately one for every 2.43 
clear terrain hexes. I'll bet Redmond Simonsen 
didn't know that.) A good part of the fighting in the 
game is over possession of woods hexes, particularly 
those on hilltops. Moreover, most of the attacks 
which are not directed at woods hexes are set up 
from them; the very quantity of woods hexes on the 
boards means that units may get closer to their 
targets before jumping off and suffering less 
exposure in the process than would be possible in 
more natural terrain. Less concentration of force is 
necessary for an attack, and hence impromptu 
attacks and multiple attacks are commonplace, even 
where forces are balanced. Because firing units in 
woods remain unspotted, fire discipline is unneces- 
sary. Players feel free to pop away at any target in 
view, even at poor odds. An average game features 
more fightin', movin' and shootin' than the entire 
battle of Kursk. A lot of this larger-than-life quality- 
is caused by woods hexes. 

8. Green hexsides. 

Green hexsides are the functional oppositeof woods 
hexes; where woods hexes facilitate the fluidity of 
movement, green hexsides impede it. Most of the 
movement in PANZERBLITZ will occur along 
more-or-less the same paths. Where the terrain is 
open, the road network and the availability of cover 
will determine the paths. Where the terrain is 
heavily wooded and cover is abundant, the lines of 
continuous green hexsides will form barriers to 
vehicular traffic, slowing movement to infantry 
pace. Swamps, and to a lesser degree hills and 



streams, will extend the green hexside barriers, 
sometimes clear across the narrow part of the board. 
Any holes in the line can be filled by mines, blocks or 
infantrymen. As long as this line remains intact, the 
defender's job is nearly complete: If the attacker 
cannot pass the line, he cannot reach his objective. 

The defender may make things even worse by 
establishing mobile reserves behind the lines and by 
covering the line with artillery. The artillery and the 
obstacle line are mutually supporting; The obstacles 
shield the artillery from attacks; the artillery beats 
off attempts to remove the obstacles. 

To overcome such a defense the attacker will have to 
force a breakthrough. Infantry can infiltrate green 
hexsides, but often time does not allow the infantry 
to proceed unsupported to the objective. Moreover, 
(he enemy usually has ample time to bring up 
reserves to block a purely infantry advance. 

A better tactic is to use the infiltrating infantry to 
clear the passes in the green hexside line, either by 
attacking the force covering the block or by a 
flanking close assault, if the block is infantry. In 
either case, simultaneous pressure should be 
brought to bear from the friendly side of the barrier. 
In such an operation it is sometimes possible to use 
the green hexside line against the defender by 
snuggling up to it, where the hexside will providean 
assault force with cover from the hostile artillery. 




Diagram 5: The use of green hex-sides. 

The initial attack has recoiled; the Germans are suffering from a 
plague of small PAKs. They can't go around the guns because the 
green hex-sides block all vehicular movement past the line shown. 
Worse still, the wreck on the road has made the Russian back-up line 
uriflankable. Fortunately, for the German, neither Russian line is 
supported by infantry, thus, cannot hold more than a couple turns. 
The close assault will go in behind the shelter of the green hex-sides 
where the Soviet artillery cannot reach. 

9, Town hexes. 

PANZERBLITZ towns are strange. Clearly they 
bear no resemblance to those clumps of wooden 
huts one normally associates with the Russian 
interior. The houses seem to be made of stone or 
steel, conveying instant armor to the inhabitants. 
Yet they give little shelter to individual infantry or 
artillery units. Moreover, a position in a town 
insures a unified defense. Let's look at these oddities 
more closely. 
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A single infantry unit can be four times as 
vulnerable to "A" class weapons in a town hex as in 
plain terrain. A standard battle tank's weapon is 
halved at any range against soft targets, such as 
infantry in the open, but doubled at close range 
against armored targets, such as infantry in towns. 
Thus, an infantry unit threatened by tank attack is 
on the horns of a dilemma: If it stays out in the open 
it can be over-run; but if it enters the town it will be 
caught and destroyed when the panzers move up. 



Gullies are dangerous to both sides. An attacker 
may see a gully as a very attractive approach route, 
offering protection from over-runs and ground level 
fire without the inconvenience of green hexsides or 




Diagram 6: Town hexes. 

It is the German's turn lo fire; which unit should he shoot at? His 
odds against the Russian in the open are only l-L But against the 
Russian in the town he has a 4-1, almost a sure kill! The security 
infantry should not fire, since their "1" type weapons are ineffective 
against the armored target — and not needed anyhow. Better lo save 
them for a dose assault against the recon unit in the open. 

One suspects that the designer made a false analogy 
somewhere; the protection given a mobile man 
behind an immobile stone wall is not like the 
protection given a trapped man in a maneuverable 
armored box. 

The only solution for the infantryman is to seek 
safety in numbers. Generally, PANZERBLITZ 
artillery has an uncanny ability to single out and 
smash weak units. A platoon of supply wagons 
hiding amongst a couple platoons of King Tigers, 
taller, broader and in every way more bulky, is 
vulnerable if spotted, even when all three units are 
skulking in the woods. But in town hexes those 
wagons are untouchable, full protected by their 
doughty companions. Infantry receive similar 
benefits. They have large defense factors anyway, 
and when you add up two or three of them into one 
big defense factor, indivisible .... 

Even after the town hex is spotted, the infantry is 
relatively safe. Any unit attempting to spot infantry 
massed in a town hex is likely to be scratched by a 
sizable CAT. The massive defense factor creates a 
difficult attack problem even for tanks, and to some 
degree overcomes the extra vulnerability conferred 
by town hexes. 

But what an odd tactical doctrine I preach! The 
"realistic" reaction of an infantry company threat- 
ened by HE fire is to disperse, so that only a few men 
can be hit by a single impact. The PA NZERBLITZ 
player, however, does better to concentrate his 
troops — the precise opposite of orthodox teaching. 
This oddity is inherent in the artillery rules and not 
really restricted to town hexes; but towns are where 
the oddity hits hardest. 

10. Gray hexsides. 

Gray hexsides are nearly superflous to the game; 
they do not impede movement at all; they do block 
fire somewhat. Apparently, a gray hexside repre- 
sents an angle or jog in the town streets such that 
several buildings overlap the line of sight, pre- 
venting observation, but allowing movement. All 
the towns occupy at least three hexes; presumably if 
there were smaller towns the artillery might be able 
to fire straight through them. 




Diagram 7/1: Gray hex-sides. 

The Russian has mis-positioned his T-34 85s. If the German 
occupies hex "X" the Soviet artillery will not be of any assistance, 
since the gray-hex-sides block all LOFto"X". To prevent the German 
from taking Opustoschenia with hardly a shot fired, the T-34,'85s 
should occupy "X" themselves, forcing the Germans to stop in the 
open ot risk the barrage in the town. 

Gray hexsides become tactically interesting only 
when possession of the town is in dispute; in that 
instance a unit may find shelter behind the hexside 
from enemy artillery. Therefore, an attacker 
entering an occupied town will be wise to stop on the 
friendly side of gray hexsides. Similarly, a defender 
garrisoning a town will be wise, if he cannot occupy 
all hexes, to take his own supporting artillery into 
account. If he has enough fire power to knock out 
any attacker who enters the town, then he should 
occupy the hex(es) where his opponent would find 
shelter. (Diagram 7/1) But if his own artillery is 
weak, the defender had best set up behind the gray 
hexside himself. (Diagani 7/2) 



II. Gullies and streambeds. 

These dry streambeds would be called wadis in 
Africa. The channel is not slab-sided, like a gorge, 
but more gently inclined, at about the angle of a 
slope hex or a little steeper. Thus, adjacent units 
may fire into a gully and units in gullies may fire out. 



Diagram 7/2: Gray hex-sides. 

Now the Russian has hit it right, yes? No! Because now the 
German has brought his SPAs up to provide an artillery concentra- 
tion of his own one the T-34s are not likely to survive. If even one 
German unit survives to spot, the T-34s will have to vacate the 
premises without firing. If the Russian moves back lo his former 
position, on the friendly side of the gray hex-sides, he might possibly 
be able lo risk a shot— al worst, the T-34s will be a couple hexescloser 
to friends and can more readily mate a run for it. 

the exposure of clear terrain. But the protected 
approach can be very slow. It is a lot easier to get 
into a gully than to get out of one: Four times as 
hard for tanks, three times as hard for trucks, which 
have it rough anyway. Vehicles with slow movement 
factors may have to stop on clear terrain after 
exiting. If the vehicles exit directly onto a slope hex, 
the cost is practically prohibitive. 

What is worse, the protection provided by gullies is 
incomplete. Units on slopes and hilltops have 
superior observation. A unit in a gully gets no 
additions to the die roll when shells rain on it from 
above; it might as well have been on clear terrain. 
When stopping in a gully hex without concealment, 
check the heights. There may be guns in them thar 
hills. 

A defender thus has three methods for dealing with 
infiltration through gullies: (i) He may block the 
gully physically with mines, road blocks, or 
infantry, forcing the attacker to take an expensive 
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detour, (ii) He may occupy a covered hilltop 
position so as to interdict traffic along the 
streambed. (iti) He may hold one or two long- 
ranged mobile units in reserve. Then, aftera gullible 
attacker has committed himself, the reserve moves 
to a temporary firing position on a bare hilltop or 
slope. The attacker will have to scramble to get into 
cover, and all too often infantry, carts, and even 
some trucks, won't have the movement factors to get 
out of the trap. 



your position is dangerous and you might need a 
fast getaway, stay on the road. If you are seeking a 
firing position to support an attack, best leave the 
road clear. And for heaven's sake, if you are exposed 
to fire without cover, get off the road and find some 
place to hide — a wreck on the roadway won't help 
attack or defense. 



Diagram *: tiullics. 

Sneaky tvan thought he saw a way to gel around the road block 
and set up a close assault on the German artillery position. Then the 
Wirbelwind moved up. Nowthealtack isoffand [van cannot possibly 
get both trucks away intact. 

12. Fords and Bridges. 

For all practical purposes these terrain features are 
identical. The difference between them is only Vi 
movement point. Neither offers any concealment or 
defense advantage; both are bad places to stop a unit 
you want to keep. 

Fords and bridges tend to be good places for a block 
or a mine. A good many armies have adopted the 
practice of shelling crossroads indiscriminately, on 
the grounds that traffic is twice as likely to be at a 
point where two roads meet. You can't do artillery 
interdiction in PA NZERBL1TZ; but you can apply 
the same principle. If you block a bridge, you not 
only interfere with traffic along the road but also 
with traffic along the gully. In effect, you are 
interdicting a cross roads, with the additional side 
effect of turning a gully into a minor barrier, time- 
consuming to cross and even dangerous if cover is 
sparse. 

13. Roads. 

There is no such thing as a road hex. A hex takes its 
nature from the terrain on both sides of the road, 
which nature the road does not alter (except in the 
case of a bridge, which magically transforms a 
stream hex into clear terrain). A road gives no 
security from fire, close assault or over-run; the 
terrain through which the road runs may do that, 
and should, therefore, be the first object of a player's 
scrutiny. 

The only factors you must consider when deciding 
whether to stop on or off a road are your plans for 
movement in your next turn and your opponent's 
plans. If you are stopping only because your 
movement factors have run out, stay on the road. If 




Diagram 9: Roads. 

The German has excellent defensive ground with good 
observation and access, and a powerful if static O.B. But he has 
negated half his advantages by deploying his blocks and mines behind 
his own lines "in case of a breakthrough." If the Russian attacks all 
along the front it won't matter; but if the Russian puts all his force 
behind any one of the indicated attacks, the feared breakthrough will 
be almost guaranteed. The German has no immediate mobile 
reserves; if he gathers them from a quiet part of his front he will 
quickly discover that he has blocked his reinforcements, not the 
enemy. Far belter to have deployed the mines and blocks in front of 
the line and kept a small reserve mounted in the trucks, deployed in a 
central position. 



Any stationary blocks or mines should be put in a 
position where your opponent will spend maximum 
movement points getting around them, Blocking a 
road on a slope will cost him four to six movement 
points; on clear terrain, only one or two. If you 
block the road in a swamp, he won't get by at all; 
likewise, a block on his side of a green hexside will 
cause him grief. 

In all cases the blocks should go in front of your 
lines, not behind you. If he can't get to you, he can't 
attack! If you fear a breakthrough and wish to stop 
exploitation, station a mobile infantry or A/T 
reserve near the threatened road. If the threat 
materializes, the reserve can block; if the alarm was 
false, your mobility is preserved. 

Most of the admonitions above apply to every 
assault route, not just the paved routes. There are 
many paths throughout the boards; roads are the 
swiftest and smoothest — and the most obvious. 

III. GESTALTEN 

The boards are not random collections of hexes, 
they are selections, carefully put together as hills 
and forests so as to exercise the strengths and 
threaten the vulnerabilities of each unit. To fight 
well in a forest, you must know more than the 
general properties of woods hexes; you must also 
look at the whole forest, and the terrain around it: 
the Gestalt. (For those of you who don't dc cross 
word puzzles, please don't be alarmed: A Gestalt 
is not a member of the German secret police; it 
is just a short name for form and entity.) 

Before I continue this sermon, let me set up a few 
conventions so that 1 don't have to talk in the Bingo- 
game jargon of grid coordinates. 1 suggest that you 
lay out the boards 1^2—3, the way they are 
pictured on the play-by-mail sheets. For an actual 
game, compass directions are determined by 
instructions on the scenario card; but for the sake of 
discussion here, let's consider thai standard map 
orientation applies: North is at top, East on the 
right, etc. I haveconsidered all the half-hexes at the 
edges of the mapboards to be playable because, 
depending on the orientation of the board, they 
sometimes are. 



Board 1 

Board I is an excellent board for defense because the 
jumble of hills, woods and water obstacles frequent- 
ly restricts movement to a few paths only, and those 
easily blocked. Moreover, there are enough good 
artillery positions to support the blocks. The terrain 
favors the Soviets. The Russian technique of direct 
fire supporting massive infantry assault works best 
where slope and shrubbery are plentiful. The 
German army, preferring long range and indirect 
fires, must avoid the Soviet clinches or it will be 
Heer today and gone tomorrow. 

At the very top of the board is a path most 
frequently overlooked. A fast unit may travel 
straight along the north edge of the board in two or 
three moves, pausing behind the orange hex-sides or 
in the dead ground where the west road leaves the 
board. Hills 104 and 126and the ridge between them 
make an almost perfect shield against flanking fire 
from the south. The defender's units must leave 
concealment to block the path physically. The best 
way to close the hole is to put artillery on the 
northern hex of Hill 126, in order to put fire on the 
potential layover hexes. To be doubly safe, put a 
roadblock or mine next to the artillery. 

To hamper north-south movement, occupy the road 
slope hexes with a static counter or an armored unit. 
Even a wreck there will slow your opponent 
considerably. 
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That northernmost hilltop hex is really the best 
artillery position on Hill 126, but the hex with the 
number often lures the novice, The numbered hex 
looks at first glance to havea better field of fire —but 
it doesn't. The two fields of fire cover almost the 
same ground. 

Actually, the numbered hex is quite a bit riskier: 
There are eight unobserved hexes, not covered by 
fire from the numbered hex, from which a close 
assault may be launched. The northern position has 



only three blind hexes. Part of the risk of these blind 
hexes may be avoided by occupying the middle 
woods/ hilltop hex with supporting infantry, or with 
a small howitzer or mortar. 

The town of Adski is not the dead end it appears. 
True, it is almost impossible to go south from Adski, 
pursuing the direction of that useless road. Notice, 
however, thai Adski is a natural re-entrant to Hill 
[26. And because the terrain to the. south is difficult, 
any east-west movement on the top third of Board I 



will have to go over Hill 126. Players using this path 
must hold both the hill and Adski. If Adski is 
occupied by hostiles, units will be deprived of the 
cover they need to move offthe hill, and the hill itself 
will be under continual threat of close assault from 
the town, To make the barrier solid, occupy all three 
woods/hilltop hexes and garrison Adski with tank 
destroyers or infantry. 

Between Adskiand Hill 135 lies a sort of desert. The 
combination of three ridges, two streambeds, one 
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swamp and Hill 109 is forbidding indeed. It takes at 
least 15 movement factors for vehicles to cross this 
area, which means at least one turn in the open for 
all but the fastest armored cars. Without conceal- 
ment all military life withers, and the area becomes 
dead. Even fire through the area is blocked by the 
ridges, except for one narrow line of sight along hex 
row J. Few battles happen here. 

In the middle of the dead area is a sort of hole: One 
lone clear terrain hex surrounded by slopes and 
swamps. If there are no enemies to the east, this hex 
can be temporary harbor for a wayward Panther or 
T-34, for it is almost completely in defilade from fire 
to the north, west and south. The only line of sight to 
this hex is from the slope hex just southeast of Hill 
104 -and by the time a hostile unit mounts that 
slope the transient can be gone. 




Diagram 12: Dead ground. 

None of the Russian artillery on the hills can see Ihe Panther 
where it pauses in the course of a flank march. Bui the German has 
overlooked one puny mortar— and must now stand a 3-1 attack on 
the infantry passenger. 

The major north-south route on Board 1 splits in 
three after it crosses the ridge line. The fastest route 
is the shady lane running down through the woods 
towards Hill 135. If that avenue is blocked, vehicles 
may travel freely along either side of the woods. 

Note that while north-south movement is easy and 
safe, east-west movement is blocked by lone lines of 
green hex-sides. This has two effects: (1) Vehicles 
committed to one north-south avenue cannot 
readily switch to another within the forest, and (2) 
east-west traffic must go around the forest at one 
end orthe other. Thus, for travel in any direction the 
crucial hexes are at the north and south ends of the 
forest. 

Because north-south lines of fire are not blocked by 
green hex-sides, this woods is a good place for 
emplacing A/T guns, preferably with supporting 
infantry. Any force attacking the woods will be 
exposed to fire from Hills 1 26 and 135. The bend in 
the road means that both hills must be held to make 
the woods below secure; if only one hill is held, an 
enemy may shelter behind green hex-sides where the 
road turns. (You can't assume your opponent is 
crazy just because he's around the bend.) 

A force attacking in the woods should be composed 
primarily of infantry, supported by heavily armored 
assault guns and "H" class weapons. This area is the 
perfect stomping ground for SU-l52s. 

The streambed-and-forest combination on the west 
edge of Board I has a dual nature. The ford is 
extremely convenient; the green hex-sides flanking 
it are extremely inconvenient. North of the woods 




Diagram 13: Around the bend. 

If the German half track had made it to Hill 126 last turn, Ihe 
Russians would have a tough fight. As it stands, the German artillery 
superiority is neulra!i2ed by green-hex-sides even though all the 
Russians in the forest are spotted. The over-matched Axis infantry 
will have to pull back, leaving several hexes unspotted. In the next 
turn the Russians will unload a massive infantry assault force in those 
hexes. 

the streambed is an access route: The ford gives you 
an easy way out. South of the woods the streambed 
is a barrier: Vehicles must pay full exit cost. The 
position to occupy or block is the ford. 

Hill 135 is the decisive terrain feature on Board l.If 
you hold it, you hold the board; if not, you are 
everywhere under its shadow. The hill has a bounty 
of excellent artillery positions, and if all of them are 
occupied it can be a tough nut to crack. 

However, the hill does have its weaknesses. There 
are nine woods hexes nearby where enemy infantry 
may assemble in concealment and from which they 
can then assault the hilltops with one move. Only 
one hilltop hex is free of this threat. The narrow 
southern end of the hill particularly is surrounded 
by these jump-off hexes. If the enemy is allowed to 
assemble there unhindered, there will be hill to pay: 
A strong stack of units may die without getting off a 
shot. To hold the hilltop securely, it is necessary to 
fight for the flats. 




Diagram 14: Hill 1 35-Close-assault positions. 

Hill 135 has a second weakness. Communication 
among the hilltop positions is difficult. To move a 
unit only five hexes from the north end of the hill to 
the south end requires two turns at least. If an 
attacker holds the road which almost encircles the 
hill he will have what amounts to interior lines — he 
can switch his units to one flank or another faster 
than the defender can. If the defender has only carts 
to move his artillery, it will be completely immobile. 



Morever, the defender's vehicular units can be 
trapped against the green hex-sides. 

A wise defender will station some infantry on the 
northern end of the hill for quick reinforcement 
against close assault, and perhaps one or two small 
mortars for easily shifted fire. A still wiser defender 
will not mass his troops on the hill but will retain 
some on the low ground as outposts and reserves. 

Movement in the middle section of the mapboard 
tends to be trifurcate. To go east or west, you have a 
choice of moving north around Hill 135, south 
around it, or over it. If you go north you must move 
through Ihe bottleneck between Hill 135 and Hill 
109. The copses in the defile provide concealment 
for block forces. If the defender uses armor to stop 
the bottle, he should set up on the enemy side of the 
green hex-sides, so that if he loses a fight the wrecks 
will block traffic. He willalsogeta betterfield of fire 
in that position. 

The southern route is a last resort, to be used only 
when the other paths are blocked. It is just possible 
to squeeze a vehicle between Hill 135 and the woods 
to the west, and so pass on around the lower tip of 
the hill. But travel is impeded by trees, gullies and 
slopes. A Panther will need two turns to cross the 
board safely by this route; a Pz IV will need three. If 
the northern route is blocked, it is quicker for 
vehicles to go over the hill than around it to the 
south. For infantry on foot, it isquickerallthetime, 
even when the road is available. 

All three east-west paths end up passing through the 
gate-like groves on the east side of the board. Jt is 
almost impossible to block east-west movement into 
this area — there are not enough green hex-sides — 
but a defender should garrison the woods anyway to 
block the north-south route and to deny his 
opponent assembly areas for an attack on Hill 135. 

The woods southwest of Hill 135 are more extensive 
than they appear. It is possible for an infantry unit 
to travel clear across the board without losing 
concealment, or as far south as Hill 123. The north 
section is a threat to Hill 135, so it is wise to put a 
garrison there. If you put a unit on the road, you 
must also put one in the woods hex inside the curve, 
or your opponent can cut across and catch the road 
on the other side. It is also good to station an 
infantry or A/T unit in the one gap through the 
green hex-sides, near the western edge of the board: 
A unit there will stop north-south movement 
altogether on that side of the board. 

If Hill 135 is captured despite your best efforts, try 
retreating some infantry to the hex entirely 
surrounded by green hex-sides. In that position the 
infantry is safe from long distance fire and will have 
to be rooted out by close assault, which can be a 
time-consuming process. If your opponent bypasses 
that pocket, the infantry can move out to harass 
traffic on the road or to threaten weak artillery 
positions on the hill. 

To the east this woods turns into another tree-lined 
avenue, where the road curves around Hill 130. The 
place for a block in this area is at the north end, 
where two units can seal off the line of green hex- 
sides. Blocks further south can be bypassed on the 
slopes; they should be used for delay only. 

If the road is blocked units may still travel north and 
south by two parallel gullies. The eastern gully is 
preferable because it is longer and has superior 
concealment . The ridge between the gullies keeps the 
routes separate. The western gully has few safe 
hexes in which to pause, and one serious problem 
for northbound traffic: If somebody occupies the 
woods hex at the north end a unit can hardly get out. 
East-west movement throughout this area isn't 
worth the trouble. 
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The (wo small circular hills on each edge of (he 
board should not be occupied, not even by a fort, [f 
the field of fire tempts you to try a fort, consider for 
a moment; The fort and the units in it can be kept 
dispersed and useless most of the time by a handful 
of units firing from cover— all your opponent needs 
is 2-lo-l odds. The advantage of keeping a few 
enemy units occupied will not be worth the loss of 
the fort if he rolls a one. If you must use these hills, 
use them for cover: Set up behind them, not on 
them. 

South of Hill 130 the road passes through Uschas 
and into the marshes. Uschas is the vital point. 
Occupy the two southern town hexes with small 
weapons — this is a good position for A/T guns, 
small infantry support guns, even those Russian 
12.7 mm machine guns that nobody ever knows 
what to do with. Similarly, you may bottle up the 
road from the other end by occupying the two 
woods hexes at the the bottom of the board where a 
traveler must debark. If you cannot spare three or 
four units to guard Uschas, you can accomplish 
almost the same result by placing a block or a 
mine — or if you are the ruthless type, a spare half 
track— in the road. Block the road right in the 
middle of the swamp where any stopped unit will be 
quite exposed. Then you really need not pay much 
attention to this sector: The southeast corner of the 
board is permanently denied to vehicles. No major 
attack will come that way. 

If you feel that you must force the swamp, don't try 
it with vehicles unless the defense leaves you a gap in 
the exits so that you can deploy on the far side. If 
there is no gap, a better technique is to mass your 
infantry and make a wave attack. Expect that it will 
be costly and allow yourself plenty of troops. Only 
when Uschas is captured and the road is clear do you 
send vehicles across. The "forced marsh" is not 
recommended because it is obvious: A prudent 
defender will be massing his artillery as soon as he 
sees that you are massing infantry. When you charge 
out of cover, you will be swamped with fire. 

"j ' 1 1 IB ^%=S 




Diagram IS: Overburdened Germans. 

Among the units shown, only the Lynx is fasl enough to escape 
the pursuing Soviets without taking fire. The other units must choose 
between slopping exposed on a slope or turning to battle the 
overwhelming attackers. This is a somewhat artificial example 
designed to point up the German's disadvantages in a pursuit 
situation. 



If the road is guarded, you may prefer to go by 
another route. Unfortunately, there are very few 
other routes. In hex row BB there are only three 
hexes through which vehicles may pass. (Diagram 5) 
One of these is the swamp-road hex; the other two 
are gaps in the green hex-side barrier. All of them 
are easily blocked. Among the trees there are 
secondary block positions on hex row Z, requiring 
only four units. Thus, from any direction an 
attacker will be faced with a long slow battle, 
involving two successive infantry infiltration and 
flanking operations. In most scenarios time will run 
out before anything can be accomplished. An 
attacker with a severe time limit would do well to 
avoid battle on the south end of Board 1 if at all 
possible. 

Hill 123 and the adjacent ridges serve about the 
same function as the corresponding hills and ridges 
al the north end of the board. They block lines of 
sight to and from Board I (although not 
completely — watch for gaps!), and interfere with 
movement. Because there is no road it takes 7 
movement points to cross the ridge barrier safely. 
This is where the Germans suffer for their over- 
burdened chassis. A Hetzer must spend one turn 
exposed to fire in order to cross. A Jagdtiger must 
spend two turns. Not that long range artillery fire 
could kill a JgPz VI . . . but it might be annoyed, 
and a couple of lucky dispersals could keep it out of 
the fight altogether. 

BOARD 2 

Board 2 is neutral ground; neither army is favored. 
Most of the fighting on Board 2 will be of a fluid 
nature, a lot of positional jockeying and small 
meeting engagements. So much open terrain makes 
it difficult to block movement completely. So much 
concealment makes it difficult to de;ny ^he enemy at 
least a slow advance. The two large hills, with their 
superior sight lines, tend to be the crucial positions, 
and most battles occur on or between them. 

There is an unobstructed path across the width of 
the board at the north edge. (Diagram 1 1 / 1 ) (You 
will notice that all the narrow board edges feature 
more or less unobstructed paths, except the 
southern edge of Board 1 .) The town of Golod and 
the trees adjoining it dominate this path; in 
conjunction with a mine or a block, an occupied 
town will block it completely. Without the block it is 
necessary to occupy the woods to the west, and 
perhaps those to the east as well, to prevent the 
faster varieties of armor getting by. 

Golod is also the key to the main north-south route. 
If you occupy both southern hexes, the town neatly 
corks the bottle neck formed by the gully and the 
hill; anyone moving the length of the board will have 
to go over one or the other. Incidentally, it is 
possible to short cut slightly when entering Golod 
from the south: Don't follow the road; enter by the 
western hex. Saves you hair a movement point. 

Golod has another virtue: Hill 129 has a large blind 
sector to the north, and fire from Golod and from 
the northeast woods hex will just about cover it. 

It is wise in this area to be a little distrustful of that 
old military caution about sei7ing the high ground, 
The north end of Hill 129 looms right over the 
town— but it is not dominant. Many a novice 
seeking Golod in them thar hills has found himself 
exposed to fire from below. Don't try to subdue the 
town with subtlety; just grab it and garrison it. 

The valuable portion of Hill 129 is the southern end. 
There you have three fine artillery positions, of 
which the most southern is vital. From that hex you 
can command large portions of flat land to east and 
west, and provide interlocking fire support for both 
faces of Hill 132. Because of the stream and swamp 




Diagram 16: Board 2. East-West movement routes. \ r':i s 

movement totitus 

to the southeast, the southern position is hardest to 
reach and therefore, hardest to assault — and also 
hardest to reinforce orevacuate. What you put there 
you should plan to keep there, and reinforcements 
had better be handy. 

Like Hill 135 on Board I.Hill 129 has poor internal 
communication routes. A garrison should include 
some infantry which can pass the green hex-sides. If 
your artillery must have mobility, I recommend half 
tracks to cope with the slopes. 

There are two ways to assault Hill 129. From the 
north and east an attacker can approach by road or 
gully and will use the woods in the northeast corner 
of the board as his assembly area. From those 
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Diagram 17: Assault paths against Mil! 129. 

The western path can be interdicted by lire from H i] I 132: the 
eastern path cannot be. 

woods he can sortie to the adjacent slope hexes, 
which are blind to supporting fires from Hill 135 
and to Hill I29"s own gunfire. Enemy infantry on 
these slopes is a deadly threat, and there is no really 
good counter once they are there: The cramped 
positions on the hilltop will seldom have the 
strength to resist the close assault on the next turn. 
Far better to prevent the whole affair by occupying 
the assembly area. 

The other assault route is from the west side, where 
one woods/ road hex is close enough that the 
infantry may attack straight up the slope. This 
assault is riskier than the assault from the east, 
because the attack must be made on a narrow front, 
over a slope exposed to fire. All the same, the 
preventative method of foiling attack is recom- 
mended here too. not only to prevent enemy 
assembly but also to block movement along the 
road and to outpost Golod. 

The stream between the two major hills forms a 
natural obstacle to north-south movement; the 
obstacle is best reinforced by a pair of blocks at 
bridge and ford. To a lesser extent, the streambed is 
also a path for east-west movement; but the east- 
west traveler finds an uncomfortable lack of cover 
on the west side and an inconvenient marsh on the 
east. And because the streambed itself provides no 
cover against guns on the hills, the traveler will 
generally prefer to go by the clear terrain route 
immediately to the south. 

Hill 132 is the largest hill on the board, the only hill 
too big to be dominated by one or two units. One 
does not fight for Hill 132; one merely fights on it. 

The hill is the site of a cross roads; any enemy 
passing through Board 2 will likely want to pass 
over it. Unfortunately, the quantity of open terrain 
on the plateau makes it very difficult to forbid 
passage altogether. Several slope hexes on the 
southern sides of the hill are difficult to observe and 
lay fire on, and a speedy vehicle can usually scuttle 
from the shelter of one such hex to a similar hex on 
the other side of the hill. You can, however, deny 
your enemy the use of the road by occupying 
Bednost, by occupying reverse slope/ road hexes, 
and by road blocks or mines. As a general rule, the 
static counters should go on the slope road hex, not 
on the hilltop where they can be bypassed. 

The best artillery position on Hill 132 is the 
northernmost hex on the point of the hill. Artillery 
at this point provides the same services for Hill 129 
as artillery on 129 does for Hill 132: Each position 



swats pests which the other cannot reach. As with 
129, the weakness in the position is the unobserved 
rear approach. Unlike 129, the processes of 
communication and reinforcement among the 
defenders are not much hindered by green hex-sides 
or slopes. 

The main artillery position on the point may be 
supplemented by secondary positions on both 
flanks. If an attack is not immediately threatened 
from the north or west, it is well to leave the 
road; woods/ hilltop hexes on the west side unoc- 
cupied, so that the road may be used by friendlies for 
retreat or reinforcement. I suggest holding a couple 
of infantry units or small mortars back in the woods 
where they can move forward to pre-empt the road 
hexes if necessary. The hex with the large 2 is a 
handy place for a weak howitzer or A/T gun. It 
won't have much in the way of field of fire, but may 
serve to keep the bad guys away from the main 
position. 




The other hexes of the northern woods are not on 
the military crest and cannot command anything 
beyond the rim of the hill; they should be occupied 
when attack is possible from the south or east. The 
corner hexes have the best fields of fire. 

If the north woods are held against a southbound 
attacker, he is likely to slip to his right to catch the 
road which climbs the hill from the west. This move 
is not readily blocked, but occupation of the little 
woods at M&N will at least prevent him from 
obtaining a secure rest stop. He can also attempt to 
go around Hill 132 on the east side, but that path is 
tortuous and contains several bottle necks where a 
single unit might cause delay. 

The eastern and southwestern faces of Hill 132 lack 
good firing positions altogether, and the south face 
has only a mediocre position. As an attacker you 
should be able to find an unobserved assembly point 
quite close to the southern woods/ town complex. A 
wise defender will give the southern woods a heavy 
complement of infantry to fend off CATs, and put 
most of his A/T capability in Bednost to meet 
vehicles driving into (he interior of the plateau. 



Diagram 18: Defense of Bednost. 

At the end of his turn the Russian unloads infantry to spot for 
heavy artillery on an tuber board. The German set-up is poor. The big 
mortar on Hill 129 is in a good position, from which it covers both 
Hanks ol Hill I32:andthe other units are not badly located except for 
the 88 with no field of fire; but moslofthe blocks are miserably placed 
and can be circumvented. None of them could be circumvented if they 
were placed on slope/road hexes, and the Russian assault would be 
deprived of half its force. Only blocks I and 4are adequate where they 
stand. | Note that the truck carrying the recon unil cannot quite reach 
a hex adjacent to Bednost.) But even with all the blocks properly 
positioned, the Russian could still mount an attack a couple turns 
later from Ihe sheltered slope hexes where the wagons with rifles are 
shown. 




Diagram 19: German Mobile Defense. 

The Russian armor must go north of the line of green hex-sides 
or south of it. A single blocking unit stalls lhe southern attack : but the 
nort hern attack can be blocked only by fire from hexes "A" a nd " B." 
If these positions are strongly held the Soviets will be forced to the 
slower pace of infantry assault through the woods in the south. 

The value of Bednost is that it guards the back door 
to both the northern and southern woods on Hill 
132. The town also features a couple shortcuts like 
the one at Golod. To block movement across the 
plateau, and to hoid the hill itself, it is essential to 
hold Bednost —but the place itself is not much of a 
firing position and does not command anything off 
the hill. If you have a choice, employ short-ranged 
units in Bednost and save the long range factors for 
other positions. 

Very little traffic moves past the southwest face of 
Hill 132. The route has advantages: The woods 
provide concealment to the traveler, and the bare 
heights deny concealment to an enemy. But the 
fork-tongued streambed is a stumbling block which 
cannot be bypassed. Slower vehicles are left exposed 
to elevated observers. Better send them by another 
route. 

South of Hill 132, Board 2 is rather like the northern 
half of Board I: A set of ridges on one side of the 
board screens pathways through the woods. In this 
case there are two paved roads instead of one, and 
the ridges are a bit porous, so that an attacker can 
usually ooze into the position even from the west. 

There are few good firing positions that face west. 
Hex "A" (Diagram 19) is probably the best of them; 
the rest are frequently masked by brown hex-sides. 
There are gaps which allow very narrow fields of fire 
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in and out nasty surprises are possible for those 
who do not examine their l-OS carefully. 

An attacker has two routes by which he can come: 
Along the southern edge or just north of the ridges. 
The southern route is readily defended by an 
infantry block-force, and the defender may rely on 
the green hex-sides to guard his center. But the 
northern route is almost impossible to block 
without at least three mine fields or road block 
counters — with anything less, don't even try. 
Instead, buy time with a mobile defense, and then 
retreat across the ridge in the middle of the hoard to 
take up secondary blocking positions. 

You can employ a very similar two-phase mobile 
defense against an attacker from (he east. But the 
east side of the board is also suitable for a rigid 
defense. The streambed forms a protective barrier 
restricting the attacker to a few channels— 
particularly if the ford can be blocked. There are a 
number of low-level firing positions behind this 
barrier, and the possibility of limited fire support 
from Hill 132. An attacker should plan to work 
through the woods with a large infantry force. The 
defender would do well to have a heavy infantry 
contingent, also. 

Against attack from north or south a mobile defense 
is again recommended. At least four units will be 
necessary to block the main approaches, and even 
that many will be relatively easily outflanked. A 
numerically large force might hold for a while, but a 
force less than ten units should plan to retreat 
eventually. While the block-force stays, it must be 
sure to position units with AT capability next to 
green hex-sides crossed by roads. Germans should 
be particularly wary of bringing on an engagement 
here: This is all good ground for the heavy Russian 
Infantry, and for SU-152s. 

BOARD 3 

On Board 3 we meet at last something like the 
featureless plains of the Ukraine. Actually there is 
quite a lot of terrain on Board 3, but since not much 
of it is woods -and those woods in awkward, out- 
of-the-way places, never quite where you want to 
go — the board looks barer than it is. Still, there is 
the somewhat scary possibility that a unit will be 
caught in the open, unable to find cover. On the 
other boards one fights for observation and 
mobility, for the hills and for the paths between 
(hem. On Board 3 one fights simply for shelter. 

Even though this mapboard resembles Soviet 
territory, it offers little comfort for Soviet troops, 
Board 3 is the place where the German's longer 
ranges finally prove advantageous. The German can 
lay back with his heavy weapons, secure from all 



harm, and smash any units attempting to close his 
forward positions. The forward units may not even 
need (o fire: Simply occupying all available cover 
will be quite deadly enough. The Russian units do 
not have the range to match such tactics, and will 
suffer heavy losses in the open stretches if the 
Russian player does not watch his steppe. 

Towns are more important on Board 3 than on 
other boards. There are more of them, and all 
directly astride the main routes of march, More 
importantly, there are town hexes with large fields 
of fire on Board 3. as there are not on (he other 
hoards. The isolation of (he towns — there are few 
close concealed hexes where a close assault may 
form up — and the cohesive defense factors make a 
heavily occupied town an extremely tough nut to 
crack. 

The northern third of Board 3 is flanked by (wo 
gullies. The gullies tend to inhibit movement east or 
west, although they can provide a temporary 
shelter. Board 3 has no elevated concealment from 
which a hidden unit may cover the gullies with lire; 
therefore, after a careful check of the LOS to other 
boards, a unit may rest in a gully momentarily. 

Movement north and south is aided by the gullies. 
The eastern slrcambed is a bit more conducive to 
travel northward, since a slow unit may rest in cover 
before attempting to climb up the banks. Units with 
7+ movement factors can journey from eitherclump 
of woods to the other without exposure. The 
western slreambed is not quite so useful. At its 
southern end it is particularly hard to get oul of. Its 
northern end doesn't lead anywhere. Hill 107 
provides some cover from unfriendlies to the west 
and south, and a wise traveler would perhaps prefer 
to rely on that cover, staying out of the gully and 
retaining more mobility. 

In the center of things sits Grabyosh and its satellite 
woods. The quickest east-west route passes north of 
the two gullies, near the top edge of the board. 
Anyone taking that route will likely stop at 
Grabyosh. Likewise, few unitsare fast enough to use 
the road to or from Opustoschenia without a 
stopover in Grabyosh. Thus, the town is crucial to 
all operations in the north. If you can, grab 
Grabyosh. 

The best field of fire at Grabyosh is not in the town 
itself but in the southernmost adjoining woods hex. 
To give that position added protection, and to block 
(he road, occupy the southwest town hex. The unit 
in the town can lay down fire onareas which the unit 
in the woods cannot observe, and together they can 
lay fire on all the covered hexes. Actually, the town 
hex would have an excellent field of fire but for one 



small oddity: There is an extra gray hex-side along 
the north border of the town, possibly a city wall. 
This restricts the field of fire to three hex-sides 
instead of the usual four. 

If you are headed north through Grabyosh and 
plan to take the easl road, there is another 
shortcut: Do not follow the road. Jump off to (he 
eastern town hex instead and save Vi movement 
point. 

Every time I playSitualions4or6as German, Satan 
materializes at my elbow disguised as a local real- 
estate broker. He transports me to the top of Hill 
I07, sweeps his arm across the magnificent vista and 
offers, if I will but fall down and worship him, to let 
me bring a Hummel up there. Now that I'm older 
I've learned to turn the deal down. 

The top of I07 does offer a magnificent field of 
fire— you can see and shoot into practically every 
nook and cranny on Board I and in theory the 
German SPAs ought to be able to smash a Russian 
assault before it comes into range. In practice the 
Russians often come so fast and in such quantity 
that if the SPAs take more than one shot there will 
be Russian survivors shooting back. And since SPA 
armor is too thin to stand up to much of that, the 
SPAs will generally scamper after the first shot. 
Total it up: It takes two turns oul of action (one 
climbing the hill, one descending it) for only one 
turn in action. Since the trick with SPAs is tospend 
a maximum time firing, the move to Hill I07 looks 
to be wasteful. 

And dangerous, too. It takes precious time to get off 
that hilltop. A I -34 on the road moves three times as 
fast as a Wespe descending slopes; if the Wespe 
comes off it a turn too late, it will be trapped with no 
place lo hide. Board I is so open that almost any safe 
concealed position has a good field of fire. The 
rewards to be gathered on Hill I07do not justify (he 
exposure of valuable units to risk. 

To go south from Grabyosh there are two routes. 
The straight route, along the road, is fastest. To get 
from Grabyosh to Opustoschenia without spending 
a turn in the open, a unit must have at least seven 
movement factors. Each block or mine, and each 
pair of wrecks, deployed on the road will increase 
the number of movement factors required by one. 
To stop movement altogether, at least four blocks 
must be deployed between Hill 107 and the western 
stream. 

The second route is a /ig/ag path, from Grabyosh to 
the clump of trees a( H&l lo the copse south of Hill 
107 to Opustoschenia. This route also requires seven 
movement factors. Since it is slower, it is seldom 
used when the road is open. But it does have the 
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advantage oi" providing a couple of firing positions 
along the way. 

What to do with a unit that has less than seven 
movement factors, if the road is under fire? Well, if 
you must move them, you can generally sneak along 
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Diagram 22: Defense of Opustoschenia, 

In the initial attack, the Russian dropped off his lank-loaded 
infantry and Ihen moved his tanks up to spat. But the tanks were 
destroyed, and now their wreckage blocks out the close assault. The 
Russian would have done belter to spread both armor and infantry 
through all the hexes adjacent to the town, so that no one hex would 
be completely occupied by wrecks. 



behind Hill 107. Even a wagon, if it takes its time (8 
turns) can make it into Opustoschenia with only a 
turn in the open. Of course, the enemy need only fire 
once , . . 

Opustoschenia is the key town for Board 3. 
Movement in any direction must pass through the 
town; it is too far to go around without cover or 
concealment. Gunfire from the town's four hexes 
will cover most of the mapboard. At the same time 
there are few enough firing positions which may be 
used against Opustoschenia — very inconvenient for 
the Russians— and no place at all to set up a close 
assault. 

The isolation of the town will force an attacker to 
surround the place with massive forces deployed in 
the open. The defender should use a high proportion 
of armor inside the town, particularly a German 
defender. An attacker, on the other hand, must 
avoid using too much armor, particularly if he's 
Russian. If the attack should fail, there is always the 
danger of building an impassable rampart of wrecks 
for your opponent; (Diagram 22) to avoid this for 
certain, put one infantry unit in every attacking 
stack. Both attacker and defender should consider 
keeping reserves handy to exploit or plug any town 
hexes which become unoccupied. The defender may 
want to overrun the attacker with some armored 
units inside the town moving out and others outside 
the town moving in to fill the vacated places. 
(Diagram 23) The defender should keep all four 
town hexes occupied if at all possible. 

The empty plain south of Opustoschenia and the 
stream which flows past Zabvenia form a strong 
double barrier. It takes eleven movement factors to 
cross the plain east to west. Travel north or south 
requires less speed; how much less depends on 
whether objects in the gully can be observed by the 
enemy. If they can be, nine movement factors is 
minimum safe speed- If the enemy has no observa- 
tion, units with only four movement factors could 
travel south in safety, by ducking into the gully at 
the first opportunity. Going north is harder, 
requiring seven factors minimum. East-west traffic 
may also use an unobserved gully to hide in, but 
traffic will be slow skirting the pond. 

Zabvenia would have a splendid field of fire if it 
weren't for that awkward ridge a few hexes to the 
north. But even as it is, Zabvenia controls the most 
important single hex on Board 3: the ford. Since the 
ford is the only channel through the streambed 
barrier, it is of peculiar importance. A single mine or 
block reduces movement on Board 3 to a danger- 
ously exposed crawl. The ford is the only fast route. 

Continued on Page 34, Column 3 




Diagram 23: Situation 10. 

The Germans have attacked prematurely. The Russians, elect to 
make over-runs so as to bring their full strength to bear on the 
attackers- Only the SU-l52s. and four of the T-34s Tire. The other T- 
34s, the SU'XSsand the SU -76s makeover-run attacks. Those units in 
the town make their over-runs uw/and remain exposed to fire. TheT- 
34s from the woods at Row I make PA NZERBUTZ assaults, which 
leaves the infantry also exposed and the town once again filled to 
capacity with armor. Any holes in the defenses can be filled by 
reserves from Grabypsh. The Russians will lose a dozen units, but the 
Germans will most likely be dispersed without any spotters for their 
heavy artillery. 
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THE PALEVEDA GAMBIT 



A NEW BRITISH GAMBIT FOR 
AFRIKA KORPS 



As many years as AFRIKA KORPS has been 
around, and seeing the many articles that have 
been written concerning German strategy, you 
would think that some daring sou! would have 
experimented with a new, innovative, and pos- 
sibly a better British defense. However, in scan- 
ning various back issues of different wargaming 
magazines, I see that no significant effort has 
been made in this area. The standard British 
defense has been universally accepted as the best 
defense not just because it is of high quality, 
(which it is) but because no one has seriously 
looked for a viable alternative. Here then, is a 
presentation of a British defensive gambit devised 
by Carl Paleveda of Tampa, Florida. Hence its 
name, the Paleveda Gambit. To illustrate the 
flexibility of the gambit, I will use 2 different 
German opening moves which are both good 
openings, but which utilize different approaches 
to the British defense. The first will be referred 
to as the Hazlett opening, (from the Afrika Korps 
Thesis) and the second opening will be the 
D.A.K. opening (from the article in Vol. 7, No. 4 
by William B. Searight). 

Paleveda Gambit vs. Hazlett Opening 

German 1st move: Trenta-W3, 21/3-N19, 
21/5-N17, 21/I04-N16, Supply-017, Rommel- 
015, Ariete-H3, Pavia, Savena, Brescia-K5, Bo- 
logna-K3 

British 1st move: All 1-1-6's-Sea, 7/31 Motor-E7, 
9A/20-C11, Supply No. 1-C8, Supply No. 2-Tob- 
ruch, 2/3-H24, 22 Gds-126 (Other Variations for 
initial placement around Tobruch are given at the 
end of the article). 

What madness is this? The British player has 
left the western passes wide open! 2 units are 
guarding the escarpments around Tobruch, while 
two 2-2-6's and a supply unit take up a blocking 
position on the escarpments of Gebel El Achdar! 
But now let us see just what the German can do 
on his second move. (See Figure 1.) 



by Jon Lockwood 

Assume that the German receives his second 
supply unit. In the area around Tobruch, the 
German can only get a 1-1 surrounded on 2/3 
using an additional 1-2 against 22 Gds if he 
wishes to attack immediately. In the immortal 
words of Dirty Harry, "Do you feel lucky?" The 
immediate benefit of the Paleveda Gambit is the 
severe delay it imposes on the Italians. The best 
German countermove is to move Pavia, Brescia, 
and Ariete around the southern end of the 
escarpment. The worst possible move would be 
to move to G7 to try and slip past the blocking 
force. Why this is so will be demonstrated in the 
second British move. (See Figure 2.) 
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Figure 2: The best attack possible is a 1-1 surrounded against 
2/3 with a 1 -2 soakoff against 22 Gds. Craps, anyone? 

British April II - Unlike the standard defense, 
the Paleveda Gambit is more flexible in that it 
has various countermoves depending on how the 
German initially reacts to your initial placement. 
If he has begun to move the Italians around the 
escarpment, it would be best if your blocking 
force does not move at all. Your force poses 
enough of a threat to Bengasi without having to 
move closer and needlessly expose your position. 
If Rommel is used to give the Italians a 2 square 
boost, this means that the 21st Panzer cannot 
move far enough to attack your position at 
Tobruch at all! Not helping the Italians with 
Rommel insures that the bulk of the Italian army 




will not reach Tobruch before June. If, however, 
the German has been so foolish as to move some 
Italians to G7, here is where the gambit can 
impose maximum delay. Simply move 7/31 
Motor to F8 and 9A/20 to E5. This prevents the 
Italians from reaching Tobruch before June, even 
with the Rommel bonus. The one thing you have 
to remember is to destroy your supply unit at 
C8, since it can no longer be protected from 
capture. This leaves your units open to isolation, 
but as long as you do not stack them together 
they will tie down a substantial number of units 
in the effort, which is what you want. (See 
Figure 3.) 




Figure I: The Paittveda Gambit on the April I turn. The German 
cannot isolate this force because of the supply unit which the 



units are protecting. Neither can either of the 2-2-6's be 
immediately surrounded. 



Figure 3: One of the traps of the Paleveda Gambit. Of course, the 
units can now be isolated, but that will take both time and men. 

What to do at Tobruch, though? The intelli- 
gent German will take what the British player 
gives him and not try to turn the whole affair 
into a craps game. Again he has 2 options: 

1) Take the western passes and set up a 
blocking position in front of the escarpments. 
There are 2 things to look out for here. The first 
is to insure that the blocking force cannot sally 
forth and capture your supply unit. The second 
thing is to set your line up so that you can retain 
possession of the passes without the attendant 
danger of being surrounded. 

2) Ignore the bait and concentrate on sealing 
off both approaches to Gebel El Achdar. This 
may sound a bit hard to believe, but the second 
option is actually the better choice for the 
German. This will be explained in the German 
May I turn. 

What happens if the 21st Panzer moves to the 
2nd turn positions suggested by Mr. Hazlett? 
(P22, T26, and R29 for the Recce). Simply bring 
in your light infantry (along with Supply No. 3 
to garrison Tobruch while the No. 2 heads to 
Alexandria) and move your units to the following 
positions: 2/3-K18, 22 Gds-H17, 7A/1 and 
2-N23, 41/5 and 7-026, 41/11-M20, Pol. Car- 
pathians-P3I. Look a little familiar? If the 
German won't take what is given, do not give him 
the chance to change his mind about it later! If 
he has deployed 21/5 farther east, he could get 
an automatic victory on P31. This means that he 
is too far east to get one on the escarpments, so 
just interchange the positions of 22 Gds and Pol. 
Carpathians. 

Assuming that the German has chosen one of 
the 2 above options, the British Player then sets 
up in the following configuration: 2/3-H24, 41/5, 
7, 1 1-127, 22 Gds and Pol Carpathians-125, 7A/1, 
2-K36. 

German May I — For the sake of argument, we 
shall again assume that the German receives a 
supply unit. Now that the German has 3 supply 
units on board, he can give serious thought to 
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attacking the blocking force. The only way that 
he can attack both 2-2-6's at once is to have all 
the Italians attack 7/31 Motor at 3-1 and the 21st 
Panzer attack 9A/20 at 3-1 surrounded. This does 
get rid of the block, if not by combat, then 
eventually by isolation. It has several drawbacks, 
though. First of all, it wastes a supply unit on a 
non-critical position. Second, it abandons the 
western passes to the British player, who can 
reoccupy the positions thus causing more head- 
aches for the Germans. Third, any results other 
than D-elim and the Germans will be hurting. It is 
possible for the German to lose a maximum of 9 
factors to the British 4. The fourth and final 
reason is tied to the third. If 7/31 Motor survives 
the 3-1, the Italians will never make it to 
Tobruch before June. So much for that idea. 
However, attacking Tobruch with only 12 factors 
is not the brightest idea in the world, either. The 
15th Panzer cannot threaten either Tobruch or 
your blocking force in May. Remember what 1 
said about blocking the approaches to Gebel El 
Achdar? 2 units of the 21st Panzer can block the 
9A/20 on Cll, while the Recce occupies G18, 
This makes reoccupying the western passes too 
risky for the British to attempt. This also insures 
that the Italians can make it to Tobruch. There 
are 2 disadvantages to this maneuver. The first 
and most important is that it leaves the blocking 
force intact. Containing the force will not des- 
troy it, since it carries its own supply unit. The 
second disadvantage is that the German must 
leave a 2-2-4 at F5 to prevent a British seizure of 
Bengasi. If the British were to retake Bengasi, 
they could easily threaten the German home base 
and supply lines from that position. Another 
Italian must be positioned at G9 to prevent the 
2-2-6's from escaping into the central desert. It 
will take time and/or supplies and men to destroy 
the force. What if the German does not block off 
the eastern coast road approach to Gebel El 
Achdar? This will be dealt with during the British 
May I turn. 

British May I — Your course of action again 
depends on the manner in which the German is 
dealing with your blocking force. If he has sealed 
off the approaches to Gebel El Achdar, your best 
bet is to sit tight. He is not going to eliminate 
you unless he attacks you. If he has abandoned 
the western passes in order to crush your 
blocking force, simply reoccupy the western 
passes in the positions of the standard defense 
which we all know and love, using all 1-1-6's, 2/3, 
and 22 Gds. Take care that your positions are 
strong enough to prevent an automatic victory on 
the escarpments. (At least 3 factors per escarp- 
ment) 9A/20 does not have to stay at CI 1 where 
it can be surrounded. This will force the German 
to use 2 units if he wants to prevent the unit 
from escaping. It can be moved to CIO to prevent 
the German from surrounding it on a 3-1 attack. 
If he has used Recce to hold the coast road pass, 
sit tight in your Tobruch perimeter and wait for 
him to come to you. If the German has chosen 
not to guard the coast road approach to Gebel El 
Achdar, the British player can (if he so desires) 
pull off a sacrifice to block the Italians by 
positioning themselves at C15 and E17. Over- 
running the position is next to impossible, 
requiring most of the available troops the Ger- 
man has on board at the time. A better long 
range move would be to stay where you are and 
maintain the threat rather than make it easier for 
the German to dispose of you. 

German May II - If we assume that the German 
has not attacked up to this time, it will be of no 
benefit to the German to receive more supplies, 
since he can have no more than 3 on board at any 



one lime. Leaving a minimum force to oppose 
the blocking force, (3 Italian units) the Germans 
attack and drive the British into Tobruch. The 
British leave two 1-1-6's outside of the fortress to 
make the Germans waste another supply on their 
1st June turn. The remaining British forces delay 
toward Alexandria while the blocking force sits 
there and annoys the German. (Mostly by just 
sitting there) 

As the situation now stands, the German has 
1 Italian unit on Home Base, 3 Italian units 
watching the blocking force, and 2 more besieg- 
ing the fortress at Tobruch. What does this leave 
the German for the drive on Alexandria? The 
ISth and 21st Panzer Divisions. That does not 
leave much room for exchanges, especially 
around El Alamein. The German could go back 
and clear out the blocking position, but he would 
have to be wary of the possibility of the British 
isolating the Italians besieging Tobruch. It will 
still take time, supplies, and men to destroy the 
position. (Usually 3 turns.) What makes this 
gambit so effective is that the absolute minimum 
forces required to hold Tobruch are used, while a 
substantial SUPPLIED blocking force is sent into 
the German rear. The German cannot do as he 
has in the past and string a line across the board 
to kill stray units. He is forced to either attack a 
non-critical position or tie down a significant 
portion of his force to contain it. Now to deal 
with the D.A.K. Opening. 

Paleveda Gambit vs. D.A.K. Opening 

The principal difference between the Hazlett 
Opening and the D.A.K. Opening is that the 
former thrusts more directly at the escarpments 
while the latter ignores them entirely, preferring 
a route around the southern escarpments, and 
posing a possible threat to Alexandria. The initial 
German move is as follows: Bologna-W3, Savena, 
Brescia-J3, Trenta, Pavia-P13, 21/5, 104, and No. 
1 supply-T22, 21/3-U24, Rommel-P13. The Brit- 
ish setup is identical to that used against the 
Hazlett Opening. The basic premise of the D.A.K. 
Opening is that the 21st Panzer can outflank the 
British in the western passes, forcing a precipitate 
withdrawal to Tobruch. Of course, it is very 
embarrassing for the German to find that his 
Italian force has been blocked, and that his 
flanking force no longer has anything to out- 
flank! The German is further chagrined to dis- 
cover that his 21st Panzer is too far away to 
immediately help the Italians, nor can he im- 
mediately menace Tobruch in his next turn! The 
small force of Italians moving through the central 
desert does not pose you any immediate prob- 
lem. Moving the Italians through the central 
desert takes the same amount of time as having 
to move them around the escarpment. The 
problems for D.A.K. get even stickier as time 
goes on, as we will see in the next move. 




Figure 4: The D.A.K Opening in operation. The Dnly drawback is 
thai there is nothing to outflank, since the British have pulled 
into Tobruch, Any sane German should now seriously consider 
altering his battle plan 

German April II — The German commander has 2 
options at this point, neither of which are 



especially pleasant. Again assuming that the 
German gets his supply unit, he can do one of the 
following: 

1) Continue with the original plan and move 
his forces to the positions suggested by Mr. 
Searight. (Bologna W3, Savena 13, Brescia F3, 
Trenta L15, Pavia N17, 21/5, 104, No. 1 supply 
-S29, 21/3 P29, No. 2 supp!y-N15)Now the flaw 
in the D.A.K. Opening becomes glaringly appar- 
ent. The 21st Panzer cannot assault Tobruch by 
itself, but at the same time it is too far away to 
be of any aid to the blocked Italians! The Italians 
moving through the central desert are of no aid, 
unless they divert to aid the remaining Italians in 
a 3-1 on 7/31 Motor. The 21st could make a 
lunge at the British Home Base, but a wide awake 
British player can easily anticipate and parry the 
move. In effect, the German has split himself into 
two combat groups, each unable to accomplish 
anything by themselves, but incapable of mutual 
support! Clearly this is not a wise course of 
action. 

2) Abort the D.A.K. Opening and seize the 
western passes instead. One advantage of this is 
that the 21st Panzer will be in position to either 
attack the block in May or seal off the blocking 
force. One other advantage is that the Italian 
force in the central desert can attack either 7/31 
Motor or 9A/20, or move on Tobruch via the 
coast road if the British does not block it. The 
disadvantage is that you can no longer threaten 
Alexandria, but that is a minor disadvantage 
compared to those involved in continuing with 
the D.A.K. Opening. 

British April II — If the German has any sense, he 
will have aborted the D.A.K. Opening. The 
Italians moving through the central desert can 
reach the coast road in May and aid the 21st 
Panzer in an attack on the escarpments. As the 
British commander, you have the choice of either 
employing the sacrifice to block the Italians, or 
maintaining the block for use as a continuing 
threat. I recommend the latter as the better 
course of action unless you feel that the delay of 
the Italians serves your purpose more. If the 
German is too timid to move completely into the 
western passes, it is possible for you to pull back 
your blocking force and revert back to the 
Standard Defense! (Which might not be a bad 
idea; you could conceivably have the German 
player vacillating between 2 fronts). 

Let us suppose, though, that you have 
decided to maintain the blocking force. The 
German will still be faced with the choice of 
either attacking it or leaving a force to watch it. 
From here on in, play proceeds much as it does in 
the Hazlett Opening. 

Which attack is superior? Neither achieved 
decisive results against the Paleveda Gambit, so in 
that sense there is not much to choose from 
between the two. The Hazlett Opening has better 
overall balance, but it is vulnerable in that the 
Italians rely too much on the coast road, which 
the Paleveda Gambit is designed to block. On the 
other hand, the D.A.K. Opening employs the use 
of the Rommel unit to speed the Italians through 
the central desert, reaching Tobruch one turn 
sooner than under the Hazlett Opening. Its major 
weakness is that it is not capable of mutual 
support, since the Paleveda Gambit manages to 
split it up into two separate assault groups, 
neither of which is capable of doing too much by 
itself. Once the Paleveda Gambit is put into play, 
nothing that the German can do will force the 
British player to abandon the gambit against his 
will, unless the German makes a mistake of 
sufficient magnitude to warrant its abandonment. 
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Figure 5: This is what could confront our reckless German. It is 
obvious that 1 2 factors by themselves are notgDingtodo the job 

The only way to stop the Paleveda Gambit (or at 
least reduce its effectiveness) is on the first move 
of the game. This opening is especially designed 
for use against the Paleveda Gambit and is called 
(modestly enough) the Lockwood Opening, This 
opening attempts to combine the most advanta- 
geous segments of the other two openings, with a 
slight modification for use against the Gambit. 
The setup is as follows: Trenta W3, Ariete H3, 
Savena K3, Bologna K5, Pavia, Brescia PI 3, 21/5 
N17, 21/104 N16, 21/3 D7, Supply No. 1 017, 
Rommel 015. 

What this opening attempts to do is confine 
the Paleveda Gambit to as small a space as 
possible so that it becomes much easier to 
bypass, and subsequently easier to dispose of. At 
the same time, it retains enough of the advan- 
tages of the other openings so that it is usable 
against the Standard Defense, should the British 
player decide to use it instead. All things con- 
sidered, the Paleveda Gambit offers a lively 
alternative to the aggressive British commander 
who wants to do more than passively resist the 



They are also too far away from the Italians to be of any 
immediate benefit. 

German advance and occasionally send suicide 
units in a usually futile effort to menace his 
supply Lines. 

ADDENDUM: Alternative initial placements at 
Tobruch are as follows: Both 2/3 and 22 Gds at 
125, 2/3 at 125 and 22 Gds at 127, 22 Gds at H23 
and 2/3 at 125, or 2/3 at 125 and 22 Gds at H24. 
The only opening maneuver I found which in any 
way attempts to accomplish the objectives of the 
Paleveda Gambit was in an article by William B. 
Searight in Vol. 5, No. 6 of the GENERAL. (The 
same author of D.A.K., interestingly enough.)' 
The author moved a 2-2-6 to E7 to block the 
Italians on the first move, but then pulled it back 
to Timimi on the second. A good concept, but 
tactically weak since an enterprising German can 
cut off its escape route on the second move and 
kill it through isolation. Since that time no 
British commander has had even THAT much 
chutzpah! 



ISVON3! 
iNGASI 




Figure 6: The Lockwood Opening. The British unjts shown are 
part of a variation of the Standard Defense used against this 
opening. The other two 2-2-6's are at Gl 8 and HI 7 Nate that it is 
still possible to employ the Paleveda Gambit, but the placement 
of the Recce unit reduces the available operating space for the 



Gambit, thus markedly reducing aseffectiveness.Ofcourse.it is 
not very good against thjs Modified Standard, but that is why the 
Paleveda Gambit was developed. It puts the German "between 
the devil and the deep blue sea" on his first move! 




WARGAMING 
T-SHIRTS 

The wargaming t-shirts are now available and 
although these black and white photos do not 
portray the vivid colors and sharpness of the 
artwork you can take our word that these shirts 
sport an exact full color likeness of wargam- 
ing 's most widely recognized box cover. 

The back sports an enlarged, silk screened 
version of the Avalon Hill logo. The neck and 
sleeves feature attractive red collars to present 
a very pleasing overall appearance. 

If there is sufficient interest we will offer 
other wargaming subject t-shirts from time to 
time. Be sure to order enough to outfit your 
entire wargame club, and pick up one more for 
the girl in your life in case you want to attend 
ORIGINS II as a matched couple. 

The shirts sell for S5.00 each plus the usual 
postage charges based on the dollar amount 
of your total order. Be sure to specify size. 



NAME. 



ADDRESS 



CITY, 



STATE 



ZIP. 



Please send me 

I have enclosed $5.00 per shirt ordered. 



.wargaming t-shirts. 



SIZE: 



Small 
Medium 
Large 
Xtra Large 
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SHIPPING 

a) If you live in USA, m ade in US funds, drawn on a US bank. 

Up to $1.00, add 25 c) H you live overseas, triple the USA amounts 

from £1 01 to $3 00 add 50 (overages are refunded). Payment must be 

from 53.01 to $5.00, add 75 made in US funds drawn on a US bank. 

from $5.01 to $7.00, add 90 dl For APO and FP0 addresses, add the USA 

from $7 01 to $10 00 add 1 00 amounts and check here o for SAM (Space 

frnmSKlfll tn£1>inn arlri 1 ?S Available Mail); or add USAamountsplus$1.00 

trorr i nu.ui to yia.uu. acta ^.a and cneck here Q for pAL |Parce| Air yf ( 

$15.01 and up, add 1.40 

e) THE GENERAL;USA subs, postage FREE; 

b| If you live in Canada or Mexico, dou- Canada, Mexico add S3.00; Overseas add $5.50. 

ble the USA amounts. Payment must be Consult (a.b.c.d) for Back-issue postage. 



READERS RESPONSE 



The 

AVALOX HiLL^^ 

Game Company 

4517 Harford Road, 
Baltimore, Md. 21214, 
(301) 254-5300 




PBM EQUIPMENT 



Tired of playing solitaire or humiliating 
the same opponent dav after day? You may 
be good in your game room hut what can 
you do against a good player from another 
part of the country? There's only one way 
to find out - play them by mail! PBM is an 
easy to- learn and convenient-to-use system of 
playing fellow gamers across the nation. A 
special CRT and combat resolution system 
makes it impossible to cheat! PBM is an 
entirely different experience from face-to- 
face play. It has made better gamers of 
many who have tried it, and all those who 
have mastered it. PBM is the only way to 
participate in the many national tourna- 
ments held regularly for Avalon Hill games. 



Each kit sells for $4.50 postpaid and 
includes enough materials to play virtually 
dozens of games, including addendum sheets 
which list official grid-coordinates for those 
games not already possessing them and 
special charts and CRT's for postal play. 

Kits are available for the following games: 



AFFtlKA KORPS 

BLITZKRIEG 

BULGE 

D-DAY 

GETTYSBURG 



KRIEGSPIEL 

LUFTWAFFE 

ANZIO 

PANZERBLITZ 

STALINGRAD 



* WATERLOO 



The new WATERLOO rules are now 
available from the Parts Dept. for $1 .25. While 
the game remains essentially the same, 
changes to river and forest rules affecting 
movement will probably alter play balance 
considerably in favor of the French player. The 
old battle manual is incorporated into the new 
rules as are directions for printing grid co- 
ordinates on the board. Numerous small 
changes were made which are too lengthy to 
go into here but consist primarily of removing 
ambiguities from the old rules. Do not expect to 
find the new rules in a recently purchased 
WATERLOO game as it will probably take a 
year to exhaust current stocks of already 
assembled games The new rules will be 
available only from the Parts Dept. for the time 
being. This price will probably increase after 
June 30th to cover theexpenseofour redesign 
effort. 
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ORIGINS II 

WARGAMING/MINIATURES/DIPLOMACY 

NATIONAL CONVENTION 

Board Wargaming Tournaments Sponsored by All the Leading Wargame Companies • Air, 
Land, and Naval Miniatures Tournaments and Demonstrations • Collector's Auction • Di- 
ploCon IX, National Diplomacy Conclave • Game Design Workshops and Seminars * Huge 
Dealer Exhibition Featuring ALL Major Wargame and Miniature Manufacturers • Hundreds 
of Informal Activities and Demonstrations • Low-cost, on-campus housing and dining 
facilities • More Activities Added Every Week! 

DATE: JULY 23, 24, and 25, 1976 
PLACE: Johns Hopkins Univ., Baltimore, Maryland 

YES! The wargaming event of the century. Origins 1, returns! If you missed last year's massive gathering of 
wargaming's best, fear not! You haveanol her opportunity to participate in this veritable gaming extravaganza! 
ALL major wargaming and miniatures companies will again be there to showcase their newest releases and 
products specially prepared for THIS show. If you want to keep up with the latest happenings in the hobby this 
convention is a MUST! Not to be out-done by the past, ORIGINS II promises to have more tournaments, more 
seminars, more expert" demonstrations, more prizes, more trade show participants, more pageantry events, and 
more excitement than its illustrious predecessor. The entire wargame/miniatures diplomacy hobby is 
growing, mushrooming — literally exploding. And ORIGINS II will be "ground-zeru" for all the action. Don't 
miss a minute of it! 

DIPLOMACY FANS! Origins II has the honor o( hosting DIPLOCON IX, the only recognized national 
Diplomacy Convention. Plans are now underway to make this year's DiploCon singularly outstanding. This is 
the gathering that people will be talking about for years. Don't miss it! 

PRE-REGISTRATION, TOURNAMENT REGISTRATION, LODGING RESERVATIONS, DEALER 
EXHIBITION INFORMATION: Send an SSAE to CONVENTION', c o T.A.H.G.C., 4517 Harford Road, 
Baltimore, Md. (301) 254-5500. 



GENERAL BACK ISSUES 



REVISED TOBRUK RULES 
AVAILABLE NOW 

As promised, the revised TOBRUK rules are 
now available. Containing over 65 major 
changes, the rules also include many new 
EXPERIMENTAL RULES, as well as some major 
additions to the regular rules framework. The 
most important standard game change is a 'fire 
initiation doctrine' rule which reduced dice 
rolling by almost half. Also included is a 
'scenario addenda' section which expands the 
first three scenarios to utilize the total rules 
package and a set of historical summaries 
detailing the course of events represented by the 
scenarios. All of the material printed in the 
GENERAL will also be included. 

Many players will appreciate the unique 
'summary chart' which will hopefully summa- 
rize all game functions at the standard, optional, 
and experimental rules level and which should 
greatly facilitate playing the game with ALL the 
rules. 

New experimental rules include: Incidental 
AFV Damage; Stuka Counterbattery; Sustained 
Barrage Fire; Best Aspect Option (for targets 
turning towards enemy in their final hex of 
movement); Undulating Terrain Cover; Ammo 
Exhaustion, Overload, and Replenishment; 'Will 
Not Fire' rule; First Turn Increased Fire-For- 
Effect; Variable Minimum Crews; Infantry Close 
Assault Against AFV's; Accidental Bombing; 
Personnel Surrender; Intimidation, Chain Sur- 
render, Using Captured Equipment, and more. 

In short, the Mail-Order Release version of 
the TOBRUK rules represents the most complete 
tactical game package ever released. Owners of 
the PRE-PRODUCTION version of the rules may 
update their rules by simply mailing the COVER 
of their old rules along with 50C to cover postage 
and handling to: 'New Rules,' The Avalon Hill 
Game Company, 451 7 Harford Road, Baltimore, 
Md 21214, Available after October 15, 1975. 



COLLECTORS MARKET 



The number in each column represents me number of articles dealing with 
that particular game in that issue Naturally, the fewer the articles the more 
comprehensive you can expect the articles 10 be An asterisk indicates the 
feature article. AD indicates the game utilized in the series replay. Specify 
alternates for each selection. 
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Players wanted for ftf 3R. Blilz, DD, 1 776, Wat. 

I am 16. Also wanted Vol. 1 0, No. 3 of General 
with Leyte Gulf pieces. Will pay S3 CO Tony 
Strong, 1002 Cuyamaca Ave Chula Vista, CA 

92011, 416-4484. 

Wanted all back issues of General, Panzerfgost 
and Spartan Also Civil War Original. C-vtlle. 
Will pay any fair price al must be complete. 
David Gibson. 436 Maple Ave . Marietta. GA 

300601404] 422-433. 

Wanted: 1914 good condition Will trade 
AHgames for it Also have extra Vol. 10 slfor 
sale or tratie Shane Sulser, 239 N Johnson. 

Pocatello. ID 33201 (208) 233-4792. 

Need artical "Ships that missed the Battle Part 

II probably Vol. 7. »6 Xerox ok SSGT. Craig D 
Lattig, 412 E. Letchworth, Rantoul, IL 61866 

(217)393-3319 

Will trade my Vol 1 1 #4 for Vol 11. #3, Vol.10 
#6. #4. or #1 or buy at $4 each. Wade Nivison 
P0 Box 161. Prudential Center. Boston. MA 

02199(6171 536 7707. 

I will trerie any of my games, in-print and out. 
for any out of print game or will buy instead 
Stan Hooker, 7!05 45th St.. Chevy Chase, MD 

20015(3011 652-0007 

Will trade excel, cond 1914 for very good cond 
Guad. 1914 has pbm kit! Bill Baumam, 6504 
Devonshire St St Louis. M0 63109, FL2- 

6046 

Want. Parker Bros War Game 'Conflict" last 
print. 1964 Also metal ships and board for 
Orig., U-Boat. David Waldron. 82 Thurston 
Terr. GLEN Rock. NJ 07452. 444-3686 
Wanted: Excellent condition General Vol. II. 
No. 1, complete 1914. Dan Morton. Sox 802. 

APO NY 09238. 

Carl Benton write me. ftf in Cortland Homer 
call me Need Vol. 8, No 4 General. John 
Addano. 35 Greenbush St. Cortland. NY 
13045(607) 753-0614 
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A Glimpse at the Soon to be Available Game of: 



Du>l 



momacu. 

j BASIC RULES ^/ 



DIPLOMACY is basically a relatively simple game in principle, but complex in execution. Each piece has 
the power of 1 and can move only one space each move. There is no element of chance. The play of the 
game combines careful planning as in Chess, with skill in negotiating deals and persuading other players 
to go with your plan. 

DIPLOMACY may be played by any number from 4 to 7 players. The game is best with 7 players but can 
be played well with less. Although the ultimate objective of the game is for one power to gain contro! of 
the majority of the board, the game can be played well by deciding in advance exactly how many moves 
will be played in the game. 

The moves in the game are classed as two moves a year beginning in the year 1901 with Spring and Fail 
moves. A game involving only 8 to 10 moves, or 4 to 5 years, makes a very good game and will-take as 
much as 3 hours for beginners. Knowing when the game will end, each player can then plan to have a 
maximum number of pieces on the board at that time. The winner is the player with the most pieces- on 
the board. 

The rulebook appears ominous because of its length. Most of the book is taken up with careful explanation 
of the rules. It is necessary for reference but need not be read and absorbed thoroughly before starting 
a game. 

You start the game by putting the pieces (Armies and Navies) on the board as outlined in the beginning 
of the rulebook, and then begin your negotiations before you make your first moves. Armies may move 
to any space on land and may be convoyed by the Navy across the sea. A Navy may move to any space 
in the sea, as well as to any space on land that is adjacent to water. 

The number of pieces that a player has on the board at one time is determined by the number of "supplv 
centers" which he controls. The supply centers are marked by black dots on the board. Control of the 
supply centers is determined by which piece last occupied the supply center in the Fall move of the game. 
The moves of the game are figured as 2 moves each year beginning in the year 1901. There is a Spring 
move and a Fall move. 

Occupancy of a supply center in the Spring of the year does not mean that you have control of the supply 
center. You must be the last force to occupy the supply center in the Fall of any year. 

During the first year, it is important to plan to occupy as many of the supply centers in neutral countries 
as possible. It is important to make alliances with players so that you both do not go for the same supply 
center and waste your energies. If, in planning your moves, there are questions as to where a piece can 
or cannot move, or how, then consult the rulebook. 

After negotiations, each player privately writes down on paper the moves for all of his Armies and Navies 
These "orders" are then read off. A unique feature of Diplomacy is that every piece of every player moves 
simultaneously. Therefore all orders must be read out before it is clear where each piece will end the 
move. Only one piece can be in one space on the board at one time. If two pieces are ordered into the 
same space, neither one" moves unless it has "support" from another piece. Thus, a move can be wasted. 
Negotiations before each move help avoid wasting a move in this manner. 

An Army or Navy may support the move of another Army or Navy of that country or any other country 
in making a move, provided it is adjacent to the space into which the move is being made. Support can 
also be given on a defensive basis to protect a piece from being dislodged from the space it occupies. 

If one piece has the support of another in making the move and the opposing piece does not, then it moves 
into the empty space — or it may force an unsupported piece to retreat out of a space. To "support" a move, 
the supporting piece must itself be able to move into the space under attack. Opposing pieces with equal 
support do not move. An advantage in force of just one wins. 
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READER BUYER'S GUIDE 



TITLE: TOBRUK SI 2.00 

Individual tank & squad level game of 
the war in Africa, May-June 1942. 

INSTRUCTIONS: Rote all categories bv placing a 
number ranging from 1 through 9 in the ap 
propriate spaces to the right (1 equating excel- 
lent, 5-auerage; and S-terriblel. EXCEPTION: 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded fn 10-minute incre- 
ments. EXAMPLE: If you've found that it takes 
two and a half hours to play FRANCE 1940, you 
•mould give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 



Physical Quality 

Hapboard 

Components 

Ease of Understanding 

Completeness of Rules 

Play Balance 

Realism 

Eicitement Level 

Overall Valve 

Game Length 



The review sheet may be cut out. photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Mark 
such correspondence to the attention of the R 8* 
D Department. 



Game to lie reviewed next : 
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DISCONTINUED GAME PARTS 

1914 (ORIG. '68) 

Box 3,00 

Ger. Counters 1.50 

Rules/Manual Set 1 50 

Introductory Game Card 50 

GUADALCANAL (ORIG. '66) 



Counters 

Rules/Manual Set 
Set of 2 0/Acards... 
Time Record Card . . . 
Casualty Tables Card 



1.50 

1-50 

1.00 

.50 

.50 



CIVIL WAR {ORIG. '61) 

Time Record Card 50 

Rules/Manual Set 1.50 

DISPATCHER (ORIG. '58) 

Manual with Rules 1.00 

Set of 5 Timetables 1 .50 



BISMARCK (ORIG. '63) 

Rules 1.00 

Historical Notes Card 75 

Set of 4 Zone Cards 50 

Search Board Screen 75 



Opponent Wanted 



1 . Want-^tls will be accepted only when primed on ibis form. 

2, For Sale. Trade, or Wanled-to-Buy ads will be accepted only when Itiey are dealing, with collectors iiems (games 
no longer available from AMI and are accompanied by a token 25c Tee. 

J. Inserl copy where required on lines pinvidcd and print name, address, and phone number where provided. 

4. Nearness counts; if illegible your ad will nol be accepted. 

5. Ads will be accepted [inly on I'otms from the preceding issue except in Ihose cases where no Oppunenls-Wacted 
form appeared in the preceding issue. 

Cj. So lhat as many ads can be printed as possible within OtH limited space, we request you use the following 
abbreviations in winding youl ad. Likewise wilh Stale abbreviations. 

Afiika Koips « AK: Alexander Ihe tlreal = Alex. Atuio: Baseball .siraiegy = BB Si: Baltic of the Bulge- - BB: 
Baskelhall Strategy = BK 51, Blit/i D-Day • DD: Lootball Strategy = FT Si, Prance. 1940= PR'40;Face-lo-l-"ace 
- I-TF, Gettysburg - tie II: (Juadakanal - Cluad, Jutland - JUT: Kliegspiel - Krieg: Luftwaffe Lul't: Midway ■ 
Mid: 14 14: Origins or WWII - ORIG: Outdoor Survival = Out: Parueiblil* - PAN: Pan^ei Leadci - Pan Ld: 
Play by-Mail - PBM. Playhy-Phone - PUP, Richlhofen's Wai = RW 1776: Stalingrad = 'Grid: Tactics II -TACl 
Third Reich - J R: Waterloo = Wai. 



Name. 



Address 



State . 



-City. 



Zip. 



_Phone_ 



U-BOAT (ORIG. '58) 

Counters 1.00 

Rules 1.00 

Set ot 2 Range Cards 75 

Attack Results Table Card ... .50 



C&O/B&O (ORIG. '62) 

Counters 1.50 

Set of 4 Timetables 1.50 

Manual 1.00 



CONTEST NO. 70 



During a turn of / 776, the British player is conducting, simultaneously, 
10 attacks. As the American player, you must choose a Tactical Matrix 
card for each attack that will gain for you the best chance of success in 
all ten battles. The British choices have been predetermined. 

You are awarded points for the following results; 

Successful termination of combat: +3 points 

Favorable modification of die: + value of modification 

Unfavorable modification of die: - value of modification 

The British are attacking at 3 to 2 odds and in the open for all lObattles. 

Battle Tactical Matrix card U 



1. . . 

2 . . 

3. 

4. 

5. 

6. 

7. 

8. 

9. 

10. . 

Those players with the highest cumulative point total are declared the 
winners. 



ISSUE AS A WHOLE: (Rate from I to 10: with [ equaling excellent. 10= terrible) 

Bail 2 Arlicle*: 

I 



ADDRESS. 
CITY 
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STRATEGIC ALTERNATIVES 

THE RISE AND (SOMETIMES ! ) DECLINE OF THE THIRD REICH by Mark Sana 

Look for Mark's suggested THIRD REICH playing aids on the Readers Response Page of this issue. 



The first thing to be said about THIRD 
REICH is that everyone should get hold of a 
copy - or at least get hold of a friend who has a 
copy - and get in on all the excitement at game 
tables these days as soon as possible. Gentlemen, 
make no mistake about it - the Third Reich is on 
the move again! That paranoid madman Hitler, 
once a harmless obscure Austrian artist (notice 
we didn't say he was a good artist?) has come to 
power once more and is changing the face of 
Europe as he swings wildly at enemies both real 
and imaginary; while the jackal Mussolini sits 
cackling on the sidelines waiting to pick at the 
spoils; and Winston Churchill desperately seeks 
Roosevelt's aid in restoring sanity and order to 
the continent; and Stalin spends sleepless nights 
tossing in bed in a cold sweat, worried sick about 
the survival possibilities of Number One! 

Strange, isn't it - how very few people 
actually want to fight a war, but almost anybody 
would give his eye teeth for a chance to run one! 
Well, Avalon Hill - those wonderful folks who 
have made so many other amazing things possible 
- now give you the opportunity to do just that. 
And not just any little old war. No pikers, they; 
what they have selected is no less than the 
Second World War. At last, here's your chance to 
indulge in all those secret fantasies: Be a mad- 
man! Be a jackal! Be a Bolshevik! Be Winston 
Churchill! Be . . . well, you get the idea. 

Getting Started 

The main thing is to get into the game, into 
actual play at the game table, as soon as possible. 
That's what this twofold article is about; first 
some practical hints on how to get a smooth and 
fast paced game into motion pronto, and then 
some hard tactical/strategic advice on how to 
stay in the game as long as possible after that. 
(Nothing is more pathetic than a 3R addict who 
has driven over a hundred miles for a session - 
only to bungle or bust himself out of the conflict 
in the opening moves — and spend the rest of the 
day cooling his heels in the library, perhaps 
checking movie ads in the local paper, while the 
war rages on in the next room with his services 
and advice most decidedly no longer in demand.) 

The first thing you should do upon purchase 
of a copy of THIRD REICH is stop by your local 
Xerox operator and have three copies made of 
the charts on the gameboard; since there are two 
groupings of charts, this will require six Xerox 
shots. Next, cut out the charts and mount a 
complete set on each of three 11" x 7" poster 
board cards. This way, players sitting at all sides 
of the table have a complete set of charts before 
them — the player at the south edge using the 
actual gameboard charts. 

Next, the game rules; these have been criti- 
cized for a number of reasons, but in fact they 
are quite good. Actually, far above average. What 
bogs down most 3R games that I have seen or 
participated in is not the rules but the fact that 
AH made a very poor selection of rules modules 
summarized on the back cover of the rules book. 
Consequently, "first time" players find them- 
selves scrambling through the booklet for clarifi- 
cation of every trivial rule or sequence of 
practically every phase of their turn ("Anybody 
know how you make an air attack on a naval 
base?" etc.) I've urged AH to remedy this by 



running an intelligent selection of rules modules 
on pages 16/17 of THE GENERAL, so this entire 
page could be removed from the magazine and 
used as a much needed play aid (not a rules 
substitute!). 

It goes without saying that all participants of 
a THIRD REICH session should have read the 
rules at least once before showing up for the 
game. This is a courtesy you owe to the other 
players. But in addition to this, until/unless AH 
runs the rules module suggested above, the owner 
of the game should buy a deck of oversized 5" x 
8" index cards and type out some of the more 
frequently used rules for handy reference. For 
example, a separate card for air attacks on enemy 
air bases, on enemy naval bases, air interception 
of enemy aircraft and enemy fleets; naval inter- 
ceptions; amphibious assaults; the Malta/ 
Gibraltar/Axis Forces in Africa rules; Supply; 
partisans. Rules for movement and combat are 
probably not necessary as they become second 
nature very quickly. So will most of the above 
rules; you'll find yourself chucking these cards 
away fairly quickly after a couple of games, but 
for getting started and helping new players they 
can definitely make the difference between a fast 
and exciting game - and a bull session. 

Finally, most important, one card should be a 
carefully typed out Turn Sequence Card. This 
avoids many problems and speeds up your game 
more than anything else - simply by reminding a 
player of all the options available to him during a 
turn, and the exact sequence in which they must 
be carried out (See Turn Sequence Module), 
Notice that there are sequences even within a 
phase; for example, that air attacks on naval 
bases may be made only after all other combat. 
Also, notice that the German must commit his 
Murmansk convoy interception force during his 
Movement Phase; the Allied player assembles any 
such convoy during the Allied Build Phase; and 
the convoy actually sets sail and its fate is 
decided during Strategic Redeployment. Also 
included are items many people forget; such as 
that Declarations of War must be made during 
Declaration of Strategic Options; air units may 
stage during Movement Phase and fly during 
Combat Phase (!); and that any loans of BRPs to 
allies are made during Strategic Redeployment. 

So you can see that a good tight Turn 
Sequence Card is a very handy thing to have. 
Finally, while typing up these cards, it's a good 
idea to include the Rules Booklet number of each 
rule on the card - so you can quickly consult the 
booklet if further clarification is necessary. 

But is all this work REALLY worthwhile? 
That's a good question. And I have a good answer 
- yes! It would be worthwhile even if you intend 
to play THIRD REICH only once. But you are 
not going to play the game only once. After the 
first session you'll be hooked, believe me. It's 
assembling these play aids that you need do only 
once - and you'll be glad you did for years 
afterwards! 

Because, gentle friend, as you are about to 
discover, THIRD REICH is a game so deep and 
rich with strategic possibilities as to become a 
virtual bottomless pit of twists and counter 
twists. What works in one game can burn you in 
the next. There are no "perfect" strategies to my 
knowledge, although there are certainly some 



good ones. We can't discuss them all here but 
enough can be said to allow you to survive your 
first games long enough to learn something. After 
that, you'll start licking your chops as increas- 
ingly subtle wrinkles suggest themselves - and 
you're on your way! 

The Strategy of Europe 

A major war in Europe is always a highly 
complex and confusing political and military 
event. First time THIRD REICH players usually 
have the same impression when they sit down at 
the gameboard. Indeed, they often feel that if 
only they didn't have so many options available 
- so many different courses of action — they 
might have a better idea of what to do! Fortu- 
nately, certain fundamentals of geography and 
politics that dominated the actual war are also 
built into the game; and, while players need not 
deal with these realities in the same way as their 
historical counterparts, a knowledge of what is 
going on is essentia! to your making intelligent 
decisions. 

The first thing to remember about THIRD 
REICH is that the key to victory or defeat for 
either side is Russia. If Germany can conquer 
Russia fairly early in the game, the Axis will 
almost certainly win a decisive victory. If Germa- 
ny can be enticed into enough sideshow "adven- 
tures" so that the invasion is postponed until 
Russia is too strong (and you can't do this to a 
good German player unless he's got something 
else up his sleeve), or if the invasion fails to 
topple Russia, or even fails to force Russia to sue 
for peace, the Axis is probably going to lose. The 
Italian player also realizes this, so he usually 
avoids excessive demands on German resources 
and causes the British as much trouble as possible 
in the Mediterranean while this "main event" is 
in progress in Russia. 

The second thing to remember about Russia is 
that she is very weak and easily defeated early in 
the game. But she grows in strength very quickly, 
and sometime around 1942 has become so 
powerful that a German invasion is no longer 
pleasant to contemplate. Which means the Ger- 
man usually wants to invade Russia as soon as 
possible (again, unless he's got something up his 
sleeve). The very first game turn would be ideal, 
except that it leaves a hostile French and British 
army on the continent in his rear - and 
uncontested Murmansk convoys of aid to Russia! 
So the usual German scenario is the historical 
blitz: smash France, seize Norway - and hit 
Russia with everything but the kitchen sink! This 
is not the only German strategy, nor necessarily 
the best; but it is very common and quite 
playable, and understanding the fundamental 
logic behind it can guide other players in making 
decisions, 

England 

Let's start with England. Surprisingly, I find 
this one of the most challenging and difficult 
positions to play in the entire game. England 
probably has more different options, alternate 
courses of action, open to her than any other 
country. She can: (1) Delay the fall of France, 
(2) Discourage the Germans from attempting to 
invade England, (3) Invade Notway, (4) Seize the 
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TACTICAL HINTS & 
DIRTY TRICKS 



(1) Onlv a 9 factor fleet can Sea Escort a 
land unit during Strategic Redeployment. 
Therefore, always take every opportunity, 
especially by air power, to chip a n enemy fleet 
down to an 8. 

(2) Deployment of that one French armored 
unit in 1939 is especially crucial, since it is the 
only unit with a Zone of Control. Do NOT put it 
behind the Maginot Line; best is along the 
Belgian frontier, but in any case in front of 
Paris. The German can, with luck, take France 
on the first turn of the game if you misplace 
this unit. 



(3) Always keep close tabs on your oppo- 
nents' BRP levels. If they have moved first this 
turn, and their BRP level is now below yours, 
explore the possibility of judicious expenditure 
of your own BRPs this turn to preserve your 
higher level. This would allow you to go first 
next turn; i.e., in effect to move twice in a row! 

(4) Remember, a good opportunistic way to 
eliminate land units is to intercept a fleet in 
transport and chip it down below its present 
cargo capacity — which eliminates the 
passenger! Fleet/air exchanges you might 
otherwise be unwilling to make are often 
worth it when you count the land unit! 

(5) The Russian should learn to take full 
advantage of the fact that the German cannot 
call an Offensive Option on the Eastern Front 
in winter. This meansthat even during the first 
year invasion of Russia — when Russia is 
presumably weakest and probably moving 
second — she can safely counterattack in fall 
without fear of pulling herself out of position 
for a massive German winter riposte. It is also 
tempting to attack in winter when the German 
is not doubled on defense, but remember the 
German can counterattack since his next turn 
is Spring. This does not mean the Russian 
shouldn't do it, but only that due caution 
should be observed. 

The Russian can best exploit his Winter 
advantage when he moves first (which can 
happen at any time in the game according to 
BRP levels); because then he is attacking an 
undoubled German, and the German cannot 
counterattack! 

(6| An attack at 1 -to-1 is not always such a 
bad thing. Study the CRT carefully You only 
lose with a "6." And a CA result is often to your 
advantage; since the defender must counterat- 
tack at basic odds, this often works out to 1 -to- 
2 against him! 

(7) When you are winding down after a 
game of THIRD REICH, especially say on the 
morning after — sit down and read the rules 
over again. Not only will you find them 
fascinating reading in light of what transpired 
before, but many new wrinkles, by-passed 
opportunities, and illegal moves will be dis- 
covered! 

Make note of these on your own personal 
index cards — and as game sessions continue, 
play will increase in speed, accuracy, and fun! 



(8) The Variant Situations Option (9.8) is 
fun to play and worthwhile because — at least 
we find— it adds an element of uncertainty to 
the game without that element being decisive 
(but it can be!) HINT: Sometimes you draw a 
chit not really beneficial in the present game 
situation. Thus, it may sometimes be to your 
advantage NOT to play the chit so as to keep 
your opponent in doubt and force upon him a 
caution based uponachitheTHINKSyou have! 



(9) Allied players should note that at the 
start of Campaign Game, Italy and Germany 
combined outnumber Allied BRPs by only 5 
pointsl Therefore, Britain/France should al- 
ways consider carefully the possibility of 
getting two moves in a row on the very first 
game turns (Fall/Winter 1939)! They can do 
this by buying nothing at all if the German 
spends 6 points; and, if he spends more, by 
simply limiting British/French purchases 
below such levels. 

However, it should be pointed out that (a) 
this will not always be possible because of 
German gains and (b) even when possible is an 
extremely dangerous tactic. Dangerous be- 
cause the Allies cannot possibly hold onto this 
BRP lead so early in the war; and, when they 
lose it, Germany then gets two moves in a row! 
And since Germany has the initiative, he can 
probably put it to better use. 

But the point to remember is that the 
opportunity IS there! If, for example, you can 
see an opportunity to take Berlin with a double 
move, or seize Rome and garrison it, this may 
be well worth the hazards of an Axis double 
move when the BRP lead is lost. 



(10) Basic Game rules give each country a 
standard 1 SR value for simplicity. But variable 
SR is both more realistic and interesting 
tactically. Advanced Rule 9.2 (page 25) gives 
the more accurate capacities. Why not simply 
write these on the BRP cards? For example, 
"SR 6" at the top of the British card? 



(11) Moving first in a complete turn has 
both advantages and disadvantages. If your 
opponent movesfirst, watch carefullyand take 
note of what fleets and planes have performed 
operations. These cannot now be used during 
your move. Often, amphibious assaults, etc., 
that you would otherwise not dare attempt 
become impossible to intercept because your 
opponent has nothing available. 

By the same token, when you movefirst.be 
sure to leave enough naval force especially to 
counter any threat. Late in one 3R game, I was 
invading France as British/American player; I 
had the initiative at that time, but also had 
fleets in the Mediterranean. Every fleet in the 
English Channel area performed some mission 
or other. The German, in his turn, made a 
sacrifice amphibious invasion on French 
beaches in my rear. He landed only a 3-3 unit, 
but it was on a BH marker, and removing the 
threat it represented was time consuming and 
annoying. Simple precautions would have 
precluded this. It was excellent German play, 
because at that stage of the war he was playing 
for time anyway. And succeeded. 



Mediterranean, (5) Send Murmansk convoys, (6) 
open a Lend Lease route in Persia; and . . . some 
very bizarre things we'll discuss later. 

The point is that England can do almost 
ANYTHING she wants, but she cannot do 
EVERYTHING! And this is what proves the 
undoing of most English players; they grab wildly 
at the plethora of options and opportunities, and 
in trying to do everything accomplish nothing. 

Actually, what England should do - indeed, 
must do! - is very simple. England must try to 
prevent the Germans from accomplishing what 
they must do — namely, conquering Russia! 
Understand this, and as England it becomes much 
easier to order your priorities. First, you should 
definitely throw in enough force to delay the fall 
of France as long as possible. Why bother, if the 
country is going to fall anyway? Because every 
single turn you delay the fall of France you also 
postpone the German invasion of Russia. And 
since Russia is growing stronger all the time, that 
one extra turn delay could be the one to decide 
the issue in Russia, and hence the war. 

This same reasoning dictates a swift and hard 
British invasion of, and struggle for, Norway. 
Even if you fail to take it, the German struggle 
for control there will again delay or weaken an 
invasion of Russia. And finally, when Russia is 
invaded, England must send maximum BRP aid 
possible to the Soviets every single turn! The first 
year of invasion is the most crucial; if Russia 
survives that, she has a good chance of surviving 
the second; and if she survives that, she's in the 
game to stay! 

It goes without saying that England must 
keep her own home guard in order during the 
above, to avoid being invaded herself! But there 
is something else she must also do that is a little 
more subtle. Namely, she must deploy very 
carefully in the Mediterranean. Why? Because the 
above operations are going to make very heavy 
demands upon her fleet. Therefore, after the first 
two game turns, all BEF forces in North Africa 
should be as self supporting as possible, and 
prepared to "go it alone" on defense for at least a 
year. Because, should the Italians cause a crisis 
here, England could not put the situation right 
without pulling fleets from the priority Norway/ 
Murmansk operations. And if England did not 
"put the situation right," and the Mediterranean 
collapsed, the catastrophic blow to British re- 
sources would bring an even more drastic curtail- 
ment of aid to Russia. So the best way to avoid 
this double bind is for the British to dig in and 
hold at Gibraltar and Suez, and not go adventur- 
ing. America enters the war in 1942, and this 
massive reinforcement of fleets and resources will 
allow a "heating up" of the Mediterranean at that 
time - while still supporting Russia. 

All this may seem like rather obvious advice, 
but you would be surprised at how many British 
players I've seen open the game with an aggres- 
sive North African campaign - while Russia 
collapsed! 

Other Sleeves 

Hopefully, the above example of a German 
strategy and British counterstrategy illustrates 
how players may use a fundamental understand- 
ing of the strengths, weaknesses, and needs of 
other countries in formulating an intelligent 
policy and course of action for their own. 
Especially, it should be born in mind at all times 
that Russia is the key. Never forget this. 

However, you will notice I've qualified almost 
everything I've said with the remark "unless the 
player has something else up his sleeve". This is 
what makes THIRD REICH so truly remarkable 
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as a game. The variations are endless. You can try 
pretty much anything you want, providing you 
are willing to take the consequences. Here are a 
few examples NOT recommended until you've 
experienced a few sessions; but should give you 
an idea of the possibilities. 

(1) Britain, France, and Russia ALL declare 
war on Turkey on the first turn of the game! 
Note: this would not constitute a state of war 
between Germany and Russia. These allied units 
cannot attack together according to the rules (no 
units may stack with Russians), but they can 
factor together in assaulting the same targets. 
Russia may use amphibious invasion without fear 
of interception as Turkey's fleet is based in the 
Mediterranean. Obviously, Trance would fall very 
quickly — and all French units in Turkey would 
return to France for either Vichy or deactivation. 
The Germans would also get Norway. But the 30 
BRPsfor Turkey should probablygoto Russia, and 
England could open a Persian Lend Lease route. 
The Suez would be strongly defended, and 
Britain need only garrison Gibraltar and protect 
against a homeland invasion. This would be an 
interesting situation. 

(2) Germany could deliberately delay an 
invasion of Russia. Instead, she attempts to 
overrun all of Europe. Absolutely essential to this 
plan would be the conquest of England - make 
that British player coo! his heels in Canada for 
the rest of the game! The vast resources of Spain, 
the Mediterranean, and East Europe would all fall 
to the Axis. Russia would probably think twice 
about declaring war if England fell quickly; but 
surely the Russkies would seize Persia to guaran- 
tee Lend Lease from the United States. Thus, this 
game would be decided with a massive Russo- 
German war; a battle of superpowers, and since 
the Russian front is the most incredibly tactical 
of the entire game, the better tactician would 
probably win. But Russia would have to be very 
aggressive; with all those Axis objective points, 
Russia would have to take Berlin to win. How- 
ever, if she could seize a non-Russian port in the 
Baltic, the Yanks could bring their fleet in and 
start landing troops too! 

(3) The best story I've heard so far - and this 
is authentic — is a September 1939 first turn 
British decisive victory. This was accomplished 
by Roy Easton at UCLA's Galaxy gaming club. 
The Italian, it seems, was greedily deploying for 
some exciting adventures in Greece, Yugoslavia, 
and North Africa. The Italian peninsula was 
conspicuously weak in defense. So, first turn, 
Britain declared war on Italy, made an amphibi- 
ous invasion with armored exploitation — and 
took Rome! The Italian counterattack, or what 
little there was of it, failed; and all Italian forces 
disappeared from the map. The German, shaken 
to a point beyond description by this instant- 
aneous collapse of the Mediterranean, Italian 
peninsula, and his own southern flank — resigned. 
I understand he was not very happy with his 
jackal partner! 

What's Best? 

Which brings us full circle; because "what's 
best" in this game means what's best for you - in 
this specific game session - against these particu- 
lar opponents - in this unique situation. That's 
the real challenge of five-man THIRD REICH 
(which I regard as the best version) - recognizing 
that you are dealing with four other individuals 
of differing personalities, experience, and game- 
board capabilities. Sometimes, you find, you can 
attempt the most absurd things - and get away 

Continued on Page 34. Column 4 
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PRACTICAL MATRIX 



by Adam Gruen 



Matrix combat results tables have always been 
a fascinating part of wargaming. Designed not 
only to flavor a game with historical combat, 
matrix CRTs give players a chance to outwit their 
opponents via maneuvers, relying on part 
strategy/part luck instead of the traditional die 
roll. In certain circumstances, a player can 
"control" the outcome of a battle by shunning or 
preferring a particular maneuver. A game such as 
1776 is a compromise (a very good one at that) 
between tuck outcomes and determined out- 
comes. 1 became intrigued by the aspect of fitting 
other AH games with matrix CRTs similar to 
1776. The tables I created had the desired effect 
of the advantages mentioned above. Not satisfied 
merely with one successful experiment, I began 
wondering if it were possible to create an 
accurate, playable, and no-luck factor matrix 
CRT for many of the "D back 2" games. 

The answer, naturally, was yes. In first experi- 
menting with matrix CRTs, I found that it was 
not possible to create a perfectly balanced matrix 
without ruining the percentages of results in the 
regular CRTs. As shown in the matrix CRT 
provided (Figure No. 1), some choices are more 
beneficial than others. Yet this did not hurt the 
CRT at all; players could choose maneuvers 
depending on the tactical situation. In effect, the 
strategies resultant from the CRT were similar to 
the game-theory techniques expressed by Mr. 
Connolly in the Jan.-Feb. issue of 1975. In this 



manner, probability percentages from the regular 
CRT were maintained. 

As an example of the "situation-determina- 
tion" technique, witness figure No. 2, which is an 
enlargement of the 2-1 column from the master 
matrix CRT. Let us assume that in a game of 
STALINGRAD, the Germans are attacking a key 
river position in the hopes of dislodging the 
Russian units. The situation is not good for both 
sides in terms of units, neither commander wishes 
a total elimination of his forces. If you were the 
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2-1 

Abandon Position 
Fighting Withdrawal 
Standfast 
Hold-at-all Costs 
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DB2 AB2 EX 

EX DE AE 

AB2 082 £X 

EX AE DE 



As one can see, the 2-1 table rs the only one where the 
matrix is symmetrical, that is. Abandon Position & Standfast 
achieve the same results, and Fighting Withdrawal &Hold-at- 
all-Costs are also the same. For the attacker, no columns are 
symmetrical although no advantage can be sained by 
choosing any one column over another. (Counting EX as zero. 
DB2 as plus 1 . AB2 as minus 1 , DE as plus 2, and AE as minus 
2, this matrix is balanced.! 
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German commander, which tactic would you 
choose? It really depends upon the situation. As 
described above, your best choice would proba- 
bly be ENGAGE. This is so because you cannot 
afford an AE, due to your tack of units. True, 
there is a 50% chance an EX will occur, but since 
you are attacking at 2-1, an EX will guarantee 
you the river line. The DB2 will also give you the 
river line, but at a lesser cost. The AB2 will cost 
you the position, but it will not hurt you in 
losses. 

Players can determine their choices in this 
fashion. Taking certain variables into account, 
choices can vary greatly. If losses were not a 
problem for the Germans (I don't know when 
that might happen), then the commander would 
probably have chosen a BLITZKRIEG. If the 
attack were on the 3-1 column instead of 2-1, an 
ESCALATING ASSAULT would be preferred. 
The defense can also use the situation to deter- 
mine his choice. For example, if, using the same 
situation described for figure No. 2, you were the 
Russian commander, which would you choose? 
This is a tough choice. If you had figured out the 
German choice, you would naturally play 
STAND-FAST. Assuming you don't know what 
the German does, though, your choice depends 
upon which you value more, the units or the 
river. If you want to hold the position, a 
HOLD-AT-ALL-COSTS would be the correct 
choice. Why? Since holding the line is important, 
you would want the best possible result in 
placement of units after combat. Since an EX 
would lose you the line, this leaves the choice 
between 2 losses and an AB2 (Standfast), or 2 
losses and an AE (Hold-at-all-costs). Obviously, 
one would choose the latter. 

You may have noticed that there is no 
column for a 1-6 or 6-1 attack. Because 1 use a 3 
x 4 matrix, these attacks are difficult: The 
defense will have at least two choices that assure 
AE in the 1-6 attack, and the offense will have at 
least one choice which assures DE in the 6-1 
attack. If I were to change this in order to 
balance the column, the percentages would be 
altered. Since the 1-6 attack has a 17% chance of 
having AB2 as a result, on my 3x4 matrix there 
must be 2 AB2s (2 out of 12). If I changed this 
to 4 out of 12, the column would be the same as 
a 1-5 attack. I suggest that a 1-6 or 6-1 attack be 
done normally, by rolling a die and referring to 
the regular CRT. 

The amusing qualities of the matrix CRT 
provide for a bit of luck as well as skill. In figure 
No. 3, which is a mathematic representation of 
the 1-1 odds column, the attacker is at the 
disadvantage. His best choices are EA and B, 
which will lose VI of a point per combat. Notice a 
strange fact, though. If the defender picks Stand- 
fast, which is his best pick, he will have lost the 
advantage he had over the attacker! If the 
defender knows the attacker will choose EA or B, 
his best possible choice is AP, which will give him 
l A of a point per combat. The attacker, however, 
may be wise to the defender's strategy, and pick 
E instead. If the defender counterguesses this, he 
will of course choose S which starts the guessing 
game all over again! Good guessing can raise a 
player's morale, if nothing else. 

The reason I use the type of maneuvers suited 
best for WWII games is due to the fact I own a 
KRIEGSPIEL set and can use the cards they 
provide. For those who don't want to use cards, 
blank counters will do fine. Simply write the 
abbreviations of the maneuvers on the back of 
the blank counter, to provide secrecy. For the 
WATERLOO and GETTYSBURG games, the 
names of the maneuvers can be changed as long 
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AE Minus 2 points 

AB2 Minus 1 point 

EX No points 

DB2 Plus 1 point 

DE Plus 2 points 

This procedure can be done with all columns 10 determine 
which choice is safer. Generally, a negative value for a row or 
column means an advantage for the defender, a positive value 
mea ns an advantage for the attacker. On t he 1-1 table above, 
the defender will usually be the winner, since his total value 
for points is 4, or 1 point per battle. The shaded lines show the 
correct probable choices The asterisks refer to the correct 
outguessing choices. 



as the matrix is still used. (It goes against the 
grain to have Napoleon pull a Blitzkrieg on the 
Prussians). Incidentally, a simple solitaire version 
for the defense can be done by the method 
described in figure No. 4. 
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SOLITAIRE RANDOMIZER 

FIRST SECOND RESULT 

ROLL ROLL 

1,2,3 1,2,3 Abandon Position 


1,2,3 


4,5,6 


Fighting Withdrawal 


4,5,6 


1,2,3 


Standfast 


4,5,6 


4,5,6 


Hold-at-all-Costs 


In order to play solttare and still use the matrix CRT, the 
above randomizer can be used. The procedure is easy: 

1 . The attacker chooses a maneuver. 

2. The player rolls a die twice, and refers to the above 
table 

3- The player refers to the matrix CRT to find the actual 
result. 



What I have related here is only the tip on the 
iceberg of matrix wargaming. I'm sure that this 
CRT can be modified to include many different 
aspects of warfare, at the wargamer's whim and 
fancy. Matrix CRTs open up a tremendous 
amount of potential in the enjoyment of war- 
games, particularly the old A H classics. I feel that 
they are a definite step ahead in the field of 
wargames. , — , 

A.H. Philosophy Continued from Page 2 

(miniatures and conventional wargames being 
the other two). 

DIPLOMACY deals with the situation exist- 
ing in pre-WWI Europe as seven powers (Britain, 
France, Germany, Austria-Hungary, Russia, 
Italy & Turkey) plot and maneuver to control 
Europe via militaryforce and political maneuver- 
ing (otherwise known as 'backstabbing'). Each 
country starts with an assortment of fleets and 
armies and attempts to gain control of supply 
centers which will allow them to expand their 
forces. Agreements |wh ich don't have to be kept) 
with other players for support or non-aggression 
are necessary for expansion, and even survival. 
Each turn represents six months with "builds" 
of new forces taking place every year. The 
strongpoint of the game is the fact that it is 
totally devoid of luck elements of any kind. The 
game is especially vibrant in postal play, where 



literally dozens of fan 'zines have sprung up to 
monitor the multi-player games complete with 
'press releases' from the various powers. 
DIPLOMACY fandom is another world- 
complete with its own rating system, records of 
all postal games ever played, and a self- 
regulating organization made up of the enthu- 
siasts themselves called the International 
Diplomacy Association (I.D.A.). It is this organi- 
zation which is sponsoring DIPLOCON IX in 
conjunction with ORIGINS II. 




Shown above at left is Allan Calhammer, designer of 
DIPLOMACY, presenting the game 10 Don Greenwood (center). 
New Products Manager; and Tom Shaw, Vice President of the 
Avalon Hill Game Company. The photograph was taken shortly 
after the official signing ceremonies at the Hobby IndustryTrade 
Show in Chicago. 

Originally published in 1960, DIPLOMACY 
has been handicapped from a marketing view- 
point by the fact that it was only a one game line. 
It is a marketing axiom that it is very difficult to 
get broad retail distribution on just one product. 
Despite this handicap DIPLOMACY has con- 
stantly enjoyed good sales figures which we 
hope will triple as a result of increased availabili- 
ty through our larger distribution system. 
We are prevented from lowering the price of the 
game to $10 by prior wholesale price guaran- 
tees made by GRI to their wholesale customers. 
We will retain the popular wooden playing 
pieces and issue the game exactly as it was 
made available by GRI. Eventually, when 
present stocks run low we'll repackage the game 
into the bookcase format but the time tested 
elements of the game itself will always remain 
the same. We will be unable to ship DIPLOMACY 
into Canada or England due to exclusive 
licensing arrangements with manufacturers in 
those countries, but readers residing in those 
areas will be able to purchase their country's 
native version from the local manufacturer and 
in that way avoid expensive import duties. 
DIPLOMACY is not available from us at the 
present time. When the transfer of inventory is 
completed we will notify you via the GENERAL 
and at that time will be able to accept mailorders 
for the game. 

One would think that all of the previously 
mentioned acquisitions would be enough to sate 
even the most ferocious game appetite, but they 
represent only the tip of the gaming iceberg at 
Avalon Hill. The business world was astounded 
on January 28th to read that the Avalon Hill 
Company had entered into final negotiations for 
the purchase of the complete line of 3M games. 
3M had developed an extensive line of 52 adult 
game items which was nationally distributed in 
stationary and department stores over the past 
1 years. 3M was somewhat of a pioneer in the 
adult game field — being the first company to 

Continued on Page 31, Column I 
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ERIES REPLAY 
ANZIO 

ALLIES: Tom Oleson 
GERMANS: Mark Saha 
COMMENTATOR: Pete Menconi 




In Vol. 12, No. 1 of the GENERAL there was 
an ANZIO Series Replay won by Mark Saha 
(Germans) over Tom Oleson (Allies). Afterwards, 
it was decided to test the value of hindsight and 
continue on a best two-out-of-three basis to 
explore alternative strategies. Match B was re- 
sumed by the Allies at turn 14 (DEC III). The 
first illustration shows the situation just before 
the Allied move, e.g., the end of turn 13 (DEC 
II). The last two turns of the previous replay are 
now forfeit and we pick up the action at that 
point. The comments of the neutral judge are 
printed in italics. 

GERMAN PRELUDE: 

It's always nice to get beat by Tom Oleson in a 
game of ANZIO. You can't Kelp but wonder what 
clever twist he'll dream up to take you apart this 
time. Best of all. anybody who gets beat by Tom 
regularly will likely lose few ANZIO games to 
anybody else. But beating lorn and beating him in 
print yet — is something else again! I don't know 
who was more surprised, as we both felt he had the 
game early on, when he secured a port at Ortona and 
I blundered away critical hex S-43. SR Judge Joel 
Davis said Tom erred in "trying to be too clever" 
when it took very little imagination to grind out a 
pedestrian win at that point. But Tom isn't one for 
pedestrian play; he tried to win as efficiently as 
possible, inflicting a major German disaster with 
minimum Allied casualties, and didn't quite pull it 
off. 

Nobody gets a second chance in real life. But 
that's part of the charm of wargaming. Both Tom 
and i were fascinated with the position; so we 



replayed the last few moves in a "best of three" to 
explore possibilities, and results speak for them- 
selves. Notice this assumes all earlier events and 
errors to arrive at the positions given; and, since the 
Allies move first, 1 was unable to correct my further 
error of not defending the invasion areas. This was 
acceptable to me because it was a theory I wanted to 
test. Joel Davis had said 1 should have been able to 
put up at least a token beach defense. Granted, my 
failure to garrison Vesuvio was a major blunder. 
Apart from that, I felt that NO defense might be 
better than a weak defense. Against no defense, an 
invasion can move only three hexes on Initial Lift 
landings. Against a weak defense, they might roll a 
"Breakthrough" and run wild. Was Joel right? I 
wanted to see for myself. Yes, Joel Davis was right! 
Moreover, notice, these rubber matches indicated 
perhaps a garrison on Vesuvio was low priority — 
since I won without one — but was beaten by not 
defending in strength elsewhere. 



The final match is especially interesting in that it 
illustrates a point many Basic Game A /V'Z/Oplayers 
overlook. Namely, the Allied player doesn't have to 
take ANY victory cities to win — he wins if the 
German can't establish a continuous front on the 
final turn of the game. Perhaps Joel Davis 
overlooked this fact when he criticized Tom's 
"Operation Stretch" in the original SR, and 
suggested 1 was overdefending there. Not only was 
Tom stretching my front, he had me desperately 
worried about an allied breakthrough there that 
could make it impossible to reestablish a front 
without giving up a fatal number of cities. 




■I 
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Match B: This was lhe situation prior to the Allied Dec. Ill move where the series was renewed to test the value of hindsight 



What makes the final match the most interesting 
of the series to me (even though I lost) was the fact 
the German actually has two POSSIBLE wins on 
the board in two potential continuous fronts. The 
odds against achieving either of these was poor. 
Nonetheless, the wins are there, and are interesting 
to study and keep in mind for future play. 

The northernmost continuous front is fairly 
obvious, since it is only necessary for the German to 
fill the gap in this front (which already exists) to win. 
The southern front was more subtle, and only 
occured to me after a bit of study which showed that 
with optimum Breakthrough the Germans could 
isolate all Allied units north of the Ortona area and. 
of course, in the process fulfill the continuous front 
rule as defined in Basic A NZIO rules. Page 18, Rule 
15 C. 

These rubber matches were pbm, so 1 am more 
responsible for errors and shoddy play here than if it 
had been ftf. 

At Start: 

Here we are with the usual result of an initial 
Allied invasion at Termoli. with a drive north out 
of Taranto and Messina. In this case the Allies 
have spent several turns extending the German 
left flank defenses. Both sides are in good shape 
from a "unit-Depletion" standpoint, in that they 
are both pretty much at full strength. The Allies 
have three "safe" victory cities, need two more, 
and are poised for their second invasion. The 
German defense is wide open from the rear. The 
armored ersatz on V34 and G46 would be more 
useful near Pompei. The J 5th Panzer Grenadier 
at M49 seems a waste - perhaps it should take 
the place of 26th Panzer, freeing that unit to 
cover invasion zones. With only two turns left, 
neither side has any slack, and can 't afford any 
waste. 

ALLIED DEC. Ill COMMENTS: I don't know 
why I didn't see during the first game that this 
Mondragone invasion is superior in every way to 
a Napoli invasion in this situation; it captures 
Napoli, cuts off Salerno, menaces Cassino, and is 
not too far from Terracina! It also cuts off quite 
a few important German units. I feel that I have 
an excellent chance to win this time. 

In the first game I was criticized, and not 
without some reason, for pushing north of 
Pescara, but allow me to point out that two or 
even one, German unit defending behind the 
beach at Mondragone would have made this 
invasion difficult, perhaps impossible - but the 
long Allied front makes this hard for the Ger- 
mans to arrange. 

At the end of my turn I had occupied four of 
the five points needed to win: Foggia, Napoli, 
Termoli, and Pescara. The Germans did their best 
to retake Napoli and shore up Cassino and failed. 
With the two halves of their army effectively 
separated by the Allied invasion, they could not 
efficiently reorganize for -the necessary strong 
counter-attacks. 
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Match B. Allied Dae. Ill Turn: This time the Allies invade further 
north in the IVIondragone zone with 13 0(3 possible 14 slacking 
points. The 1 -2 attack vs Herman Goring reduces it a step, and 
the 2 Para Bde is eliminated but the 23 Bde retreats to M59. A 1- 
1 vs the 26th Panzer reduces the 36th Division to a 2-3-1 2 but 
the Allied units are able to hold their attack positions. A 1 -1 vs 

ALLIED DEC HI: 

The attack at Salerno is really sneaky, hut 
good. Had the German been defending "near 
Pompei," this wouldn't have happened! Again, 
just an ersatz unit at hexes such as K54 or K52 
would have greatly helped. The debacle at Cas- 
sino illustrates a tactical point in ANZIO: better 
two hexes strongly defended than three moder- 
ately garrisoned. A bit of reshuffling would have 
meant an Allied 1-2 on N48, and an Allied 



the 2 Para costs both sides a step but the Allies maintain their 
attack positions and thus eliminate 2 Para which cannot move or 
attack in its turn. The soak-off attack of the Fr 4 Mt and 45th 
Division at 1-4 against 15th Panzergrenadier retreats with no 
loss 10 049. 



retreat. The invasion units are cleverly placed 
(although we should keep in mind that the 
invasion is "on second thought"). The British 1st 
Division keeps 2nd Para from moving, and hands 
it a tough odds attack. British 5th Infantry 
blocks the bridges at M54, white the British 4th 
Bde. dictates only defender-tripled attacks on 24 
Gds. The Allies now have five cities, since they 
last occupied Salerno, and threaten two more. 




Match B. German Dec. Ill Turn: The German responds with a 
flurry of attacks, but none a re as s uccessfu I as the first where the 
1st Parachute loses a step in pushing back the Br 7th Armor 
which is reduced to a 2-2-12 as the Germans regain control of 
Sa lernD A 2 - ? vs the US 3rd Division doesn I fare as we 1 1; 29 PG 
is reduced to a 2-3-12 and retreated to N55, HuD 44 retreats to 
M56 and the Herman Goring Division 10 M57. The 3rd Division 
takes a step loss but holds its ground. 305, 334, and Frascali 



. "St*- 

attack the 24th Gds at 2-1. It becomes an inverted counter and 
retreats to Mondragone. The Germans do not advance. The 3rd 
PG attacks the British 1 st Infantry at 1 -2 and inflicts a 1 step loss, 
but is reduced itself to a 2 3 1 2 and retreats to N54, The Germa n 
attempt to salvage Cassino is met with disaster as the 2-1 vsthe 
French Mor. Div inflicts a loss of 3 steps on 26 Panzer and forces 
the Germans back to M48 



Tom's point about pushing north of Pescara 
would be more valid only if he'd pushed some- 
what further. 1 think Mark could have easily 
scraped together enough units to counter the 
invasion. 

GERMAN DEC III COMMENTS: Overall I 

am not loo unhappy wish the situation, and still 
have a reasonable chance to win. This is all the more 
remarkable when you consider how poor the overall 
German situation stands. Due to prior poor play on 
my part, my line is overextended badly — from 
Salerno to Pescara —and two of my east coast units 
are stuck on High Apennine hexes. What ihisshows 
in my estimation is that while an Allied Dec III 
second invasion is certainly viable and even 
powerful, it also has limitations. The Allied 
advantages are: 

a) No mud. 

b) Invasion reaction cannot get into combat 
before game's end. 

Allied disadvantages are: 

a) The Allied player puts himself under consid- 
erable time pressure (two moves!). 

b) Germans move last. 

c) German invasion reaction can still be used to 
fulfill German 7.0c requirements. 

d) Germans can no longer be isolated. 

My attacks at Salerno and Napoli are obvious, 
and I shall be happy if I can take and hold just one of 
these. The attack on Br. I inf. is mostly to keep it out 
of the Cassino battle if things go wrong there. 
Anyway, there seems little else I can do wilh 3PG. 

Attacks three and five are the real gambles, and 
if successful will seal the fate of Cassino. If my 2-1 
attack on 24Gds succeeds. AND if my 2-1 vs, the 
French allows me to occupy N49, then he cannot 
possibly enter or attack from Cassino next turn. He 
will need BOTH Napoli and Salerno to win. 

If things go wrong, I have in mind a last-ditch 
attack on Pescara next turn. I'm fortunate he 
couldn't put more pressure on Terracina, as that and 
Pescara would probably have called off my Cassino 
adventure. 

GERMAN DEC III: 

Instead of directly attacking Naples and Sal- 
erno, the same 19 attack factors could have been 
used to hit 23 Bde. (two defense factors), 
surrounded. Even with a "5" die roll, you'd get 4 
movement points after combat, which would 
enable the Germans to advance into Salerno, and 
next to Naples, forcing the Allies to attack. With 
just a little luck (6 7% probability), the Germans 
could occupy 055. With the 4th Ersatz Infantry 
at 058, the strong Allied forces near Benevento 
would be blocked. Another key point in ANZIO; 
small units alone make easy targets, which in turn 
can produce advances that "lock- in" your oppo- 
nent. The attack on the British 7th Armor was a 
waste, especially at 1-1. 

The Germans should have hit 24 Gds. with 
much more strength. Look at the units used: 
Erascati, 334, 305! All low attack factor, high 
defense factor. He should have pulled 18th 
Panzer and 15th Panzer Grenadier into the 
attack. Two ersatz units at H51 is one too many. 
One at J50 would free another attack unit vs. 24 
Gds. Make it 4-1 and load LSI with heavy units. 
Advance a small defender to K52, and you've 
protected the back door to L51. 3rd Panzer 
Grenadier should have been retreated to N53, not 
N54. 

ALLIED DEC. IV COMMENTS: I now hold 
Cassino strongly, and have won unless the Ger- 
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mans can retake a city. Although they have a 
fighting chance at Napoli, or even Cassino, it is a 
l-in-6 chance at best, as I don't believe they can 
do better than 1-1. As in the first game, the end 
will see a big part of their army cut off in a 
pocket near Salerno. 

ALLIED DEC IV: 

The Allies couldn't ask for a better position 
on the part of the Germans for this turn's 
attacks, which serves to reduce German strength 
and encircle units. Naples is completely safe now. 
At Cassino, 16 defense factors mean no better 
than a 1-2 attack is possible, which won't 
dislodge the Allies. There is no point in 
continuing. 

GERMAN DEC IV COMMENTS: Only 
Salerno has fallen to me. The failure of my 2-1 at- 
tack to lake N49 has resulted in catastrophe for my 
forces in L5 1 . who did their job admirably. Cassino 
is now held strongly by (he Allies. He has given up 
on Salerno, so my only real chance is Napoli. Even 
there, my assault is nothing more than an opportuni- 
ty for him to make a mistake. Otherwise, success is 
impossible. His error would be to retreat into 
Napoli, where I could hit him with a second combat, 
with possible advance into the city. But if he retreats 
two hexes — through Napoli — there is no way I can 
occupy it or reach him for second combat, because 
even at optimum odds 1 cannot destroy enough 
steps to achieve breakthrough. 

ALLIED EPILOGUE: The German did counter- 
-attack at Naples with what was left of the 1st 
Para and HG Divisions at 1-1 vs the American 3rd 
Infantry, losing a step for his trouble. The 
remnants of 3rd PG and HuD were only slightly 
more successful in their 1-1 vs the British 5th 
Infantry - both sides taking a one step loss. 
Neither attack was able to retake Naples. 

This is the victory 1 blew in the first game by 
presuming too long that the fall of Salerno was 
inevitable, and by failing to see the advantages of 
an invasion further north which made it mathe- 
matically improbable for the Germans to win. My 
biggest criticism of their play is failure to garrison 
their very vulnerable rear. At least one way they 
could have done this would have been to not 
build up some depleted units, instead using the 
ersatz units as coastal defenders. 

With Match B firmly in the Allied victory 
column, we now proceed to the "rubber match" 
of the series, starting a bit earlier, with the A Hied 
DEC I turn. The action up to this point is again 
that which is reported in Vol. 12, No. 1. Only the 
last four turns which we'll now observe are 
changed from the original 

ALLIED DEC I COMMENTS: The attack on 
Frascati was too good to pass up for three reasons: 

1. odds better than 2-1 are rare 

2. P48 threatens Cassino and the roads South 

3. I have a chance to destroy a unit or two. 

As for the Allied move: although a basic odds 
attack on a surrounded defender, particularly a 
valuable unit like the Canadian division, is hard to 
resist, I believe the Germans need every available 
unit on the Western littoral. I also think their 
withdrawal northeast of Napoli was unnecessary, 
but I'm pleased to see it! 

ALLIED DEC I: 

/( is impossible to overstate the concept "keep 
your objectives in mind" in playing this — or any 




Match B, ALLIED Dec. IV Turn: The final Allied move drives the 
nails into the German coffin Three German units {334. Frascati, 
and 305) are eliminated in a 31 surrounded at Cassino A 
similar 3-1 vs HuD 44 near Naples is less successful, managing 
only to hold its ground while losing a step from the 8r. 46th 

other— game. The situation, at start, finds the Allies 
firmly gripping three of their required five cities 
(Foggia, Termoli, Pescara). They are very close to 
Salerno and only four hexes (three at the end of their 
Dec. 1 turn) from Cassino. The German position at 
P48 is the closest to Cassino and should be one of 
the most strongly defended positions in his line. 
Three defense factors here are woefully inadequate, 
and the A Hied player jumps on them with relish. The 
German should have considered defending 048 
instead, taking advantage of the High Apennines 
(effectively a quadrupled hex as long as P60 is held). 
As the A Hies advance to P48, they force the German 
defense to N48/50, with Cassino at their backs! Any 
conceivable defense line is going to have a weak 
point, but why not place it around Q42 where the 
line can bulge forever and not surrender a victory 
city? 

GERMAN DEC I MOVE: My opponent informs 
me that he intends to try a new wrinkle this final 
round. That's ominous, considering his reputation. 
My guesses include (a) premature invasion during 
mud to gain time for the Allies, (b) no second 
invasion at all, or (c) a Dec III "no mud" invasion, 
not necessarily in a new area, but with a new tactical 
twist. This last 1 consider most likely and am acting 
upon. 

Notice that in pulling back almost my entire 
front,! have: (I) placed myself in closer proximity to 
the west coast to prepare for fighting a battle on 
reversed fronts: (2) wherever possible in this 
withdrawal placed units on roads or highways to 
allow them to react very quickly; while (3) leavingas 
many rivers and Apennines to impede Allied east 
coast forces, and, because of this withdrawal 
allowed myself to build up two units. 

3rd PG is weak on the hill near Salerno, but this 
was necessary for I Para to rebuild; the situation will 
be corrected next turn and meanwhile due to mud 
she best he can get is 1-1 on it. 

My own I -I assault on Canadian Idiv was made 
because advantages far outweigh disadvantages: (a) 
I can live with even a "six-out" result as it is basic 
odds, (b) there is a good chance I can wipe out the 
entire unit even without rollinga"!"; and (c)success 



Division. But the Allied saak-offs add insult to injury— Br. 23rd 
Armored Brigade causing a step loss to HG in a 1-4, while the 
British 78th Division retreats to P54 after turning 29th PG intoan 
inverted counter in its 1-1 soak-off attack. 




Match C. ALLIED DEC I Turn: While the invasion armada 
assembles on the western coast, the Allies concentrate on 
defense but make one large assault — a 3-1 vs Frascati and the 
3rd Ersatz Infantry, eliminating both enemy units and occupying 
P48 at no cast. The 23rd Bde has just been rebuilt from inverted 
counter status. 
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Watch C, GERMAN DEC I Turn: The German player exercises 
both recklessness and excessive caution on the same turn- 
Grasping at the 1 /G chance of destroying the Canadian Division 
in 3 1 -1 surrounded attack, the Germans are repulsed with a two 
step loss and retreat to Q40, T36 and R37 respectively. 

there threatens Pescara and shortens my own front. 
Allied "Operation Stretch." which has about run 
its course anyway, will he shattered, and protecting 
Pescara will certainly compromise his upcoming 
offensive elsewhere. 

Die roll "6" — the worst possible result! Nonethe- 
less, these units will be used for zoc requirements, 
and if I can get them there soon enough, for west 
coast defense. 

I've placed blank "danger" counters on M58 
(Vcsuvio), Napoli, K.54, Frascati, and G44. Ideally, 
1 would like units in each of these before the second 
invasion. Units at Napoli and Rome need be 
strongest as these are not doubled. This deployment 
would also cut both ends of the highway through 
Terracina. so I would also need only block the one 
road from there, which forces defending Cassino 
can do. 
GERMAN DEC I: 

Out of the frying pan, but into the fire. A number 
of axioms to good play in ANZIO have been 
violated here. I.) Don't use armor to rebuild 
infantry (it's too big an investment for the return). 
2.) Don't build up units (German) until either a 
specific unit is inverted (or near it), or you've got 
widespread partial strength units. The German 
needs numerous, small value units to fill in gaps: his 
mission continues to be primarily defensive, for 
which Ersatz units are well suited. 3.) Don't make 
low odds attacks, especially when they accomplish 
nothing! Even if the 1st Canadian had been 
destroyed, the Allies could have slowly withdrawn 
to the Pescara River, running the game out long 
before the steadily diminishing German units could 
capture Pescara. It 's hard for the German to take all 
the lumps without striking back, but it does no good 
to strike out in suehfutility. 4.) In terms of defensive 
factors, Napoli is probably over defended, while 
Pompei, Terracina and Rome (!!!) are left bare. 
Here is where the Ersatz, not to mention units lost in 
attacks would be so handy. The use of High 
Apennines at 0/ P4S to save a unit is very good play, 
although it allows the Allies to take 04S without a 
fight. 

ALLIED DEC II COMMENTS: If a Napoli 
invasion led to a hairbreadth loss for the Allies, a 
Mondragone invasion a narrow victory, then a 
Roma invasion should do even better! The absence 
of German defenders allows me to hold much of the 
beachhead with light units. South of Salerno I have 
left my left flank unanchored, but as the ports in the 



Elsewhere what appear to be premature withdrawals allow 1st 
Parachute and 26th Panzer to rebuild to full strength although 
the western beaches remain unprotected. The German has one 
armor replacement in reserve and the 334th Division which is 
making its way to the front and is currently at B37. 

rear are protected, and the Germans should have 
their hands full, I'm not worried about the 
possibility of an end-run. My attacks couldn't have 
been worse, the only consolation being some 
advantageous retreats. 

The German riposte has temporarily retaken 
Salerno, but I still have 5 victory points, including 
Roma, which has nearly been retaken. More 
importantly, the German front is collapsing into 
fragments. 

ALLIED DEC II: 

Before your heart bleeds for the poor Allies, 
realize that the "6" die roll is exactly what he wanted 



near Cassino and Salerno. He seems to be 
complenting the German with a "silly season" of his 
own in the north — or is there something on his map 
(like a victory city) that's not on mine? The 
"retreats" are actually advances that chop up the 
German defenses. 



GERMAN COMMENT ON ENTIRE DEC II 
MOVE: Detractors may say "Oh, but it was poor 
German play that made it possible." Maybe so, but 
how many players can exploit so brilliantly the poor 
moves of their opponents? Notice, please: (1) 
EVERY SINGLE ALLIED VICTORY OBJEC- 
TIVE IS EITHER TAKEN OR DIRECTLY 
THREATENED, and (2) this was accomplished 
despite the fact that EVERY SINGLE ALLIED 
ATTACK. ROLLED A SIX!!! 

I can only say that as a gamer I'm delighted, but 
as German defender, appalled! My response seems 
rather dismal and pedestrian, too. The best I can 
come up with at the moment; I'm pretly shaken, as 
you must understand. But readers are urged to set 
up this position and try their own hand at a German 
response. Almost anything is possible! Remember 
you don't have to fulfill German continuous front 
requirements unlii final move, and since Germans 
are not isolated they no longer have to worry about 
that, either. So — a German breakout south to 
retake Foggia and Termoli is even plausible! 

Anyway, here's my thought: I took out paper 
and pencil and tried to decide where 1 would attempt 
the small remaining chance of victory. 1 am 
garrisoning Salerno and Napoli. hoping they can 
withstand two more turns of attacks at I- 1. 
Cassino — I shall fight for; Terracina, I shalldefend! 
If all that is accomplished. I must also take Roma 
for my win! Cassino and Roma are the most 
doubtful, but almost everything is doubtful! 
Retaking either Salerno or Napoli by the Allies 
would give them the victory! 




Match C, ALLIED DEC II Turn: The Allied second invasion has 
landed ai Rome without opposition. Elsewhere the Allies launch 
three attacks — all of which are met by "6" dte rolls However, 
only in the case of the 2-1 vs the 94th Infantry are these "bad' J 
die rol/s beneficial to the German cause All of the Allied units 
involved in the attack lake a step loss and retreat to R42, save the 
Canadian Division which retreats unscathed toS39. Fortunately 
for the Allies, the German defenders had not occupied a doubled 
position so their losses are limited to 3 steps, The 1-1 vs 2nd Para 
is against a doubled position but this matters little to the Allied 



player who is rewarded with a forward retreat after combat — 
thus trapping the German 2nd Para, The US 34th takes a two 
step loss to 2-3-1 2 strength, BR 78th takes a one step loss r and 
82/505 becomes an inverted counter. The Allies "retreat " the 
3rd to L52, 78th 8. 34th to N48, 45th to 051, and the 505th to 
048, The Allies continue their forward retreat at Salerno where 
the 504th and Cdn 1 st Bde are destroyed in a 1-1 vsthe3rdPG. 
but the 8r. 7th Armor gets to "retreat" to M59, Although the 
German has lost only one step (1st Ersatz Armor} to the Allies 
1 1 — he has suffered a mortal blow. 
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At least I force the Allies to make decisions, too. 
When he commits himself, so shall 1! Although, 
notice, Salerno and Napoli are pretty much "on 
their own" for now. 

I passed up a 3-1 at Civitavecchia because a step 
loss was unacceptable; I must mass my forces intact 
for this last great battle! Undoubtedly, US 1 Armor 
will be part of the action now that I have posed no 
east coast threat. 

GERMAN DEC II: 

The German makes good use of terrain at P4L 
The 334 th Infantry could have been shifted to H35, 
which would keep A Hied units from swinging up 
past Bolsena, and then south. German positions are 
now tattered and lorn almost beyond hope! I think I 
might have used HG, SPG, & 2nd Para to hit Br7, 
and 305, 15PG, & 1st Para to get at the US 3rd 
Division. The attackers could be arranged to also 
defend against possible Dec HI Allied advances 

ALLIED DEC III COMMENTS: With a little 
better luck the game would now be over. There no 
longer is a front line, just a very fluid, confused 
situation. 1 hope that Mark is more confused than I 
am. 

The German response to my move, consisting of 
a "hedgehog" defense of Terracina, Cassino, Napoli 
and Salerno is about the best possible strategy to 
protect those cities in the present confused circum- 
stances. The AV attack was clever, but perhaps the 
12 movement points generated could have been put 
to better use, if only in continuing to steam-roller 
weak Allied units. The German Adriatic flank could 
have been shorter and stronger if brought South to 
the Pescara River; for example: P39, R4l,and U39. 
In a situation such asexists in this particular game it 
would be difficult, perhaps impossible, to determine 
just what a retreat "to the rear" consists of! 

ALLIED DEC III: 

It's hard to make any sense out of the board 
anymore. It'snowa veritable hodge podge of units! 




Match C, ALLIED DEC lit Turn: The Allied move turns the board 
into a hectic jumble of colors with little cohesion and nothing in 
sight even faintly resembhng a front. The turn commences with 
an AV (7-1) attack vs. the 65th Infantry which, despite a "6" die 
roll el i mi nates that unit and allows free passage through the hex. 
The Fr. 4 Mt and US 45th Div each lose a step and the NZ Div 
loses two. The 8r. 5th Div and US 1 Armor advance into the 
vacated hex. Another "6" die roll in the 1-1 attack vs 16 PZ costs 
•he Fr 2 Mor a nd US 36th Division each a step and they retreat to 

The Allies have a lead on the Germans since the 
German task is to both keep five cities AND form 
some kind of cohesive line. I think the multitude of 
low-odds attacks are taking their toll on both sides, 
but some of the Allied losses near Rome may have 
been unnecessary since a defensive posture coupled 




rl 
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Match C. GERMAN DEC II Turn: The German is forced to 
depend on rivers and High Appenines to temporarily hold a 
semblance of front, but even so his army has been cut into two 
pockets. The 2nd Para attacks the 6R 78th and US 34th at 1-2 



and draws a stalemate — neither retreating or losing/gaining 
casualties The German counterattack on Rome with 16th & 
26th PZ turns both 201 GDS and 6615 into inverted counters, 
but the Germans decline the advance into the city. 



E44 and J44 respectively. The 26th Panzer is not qu*re as 
fortunate, losing a step in a 1-1 attack by the Br. 1 St Div and Ind. 
4th. but holding its ground and forcing its attackers back to G47 
and E46 respectively. The turn could well have ended with two 
less Panzer divisions on the board, but the German can't be 
blamed for not feeling fortunate at the moment. Elsewhere, the 
Allied player takes advantage of the chaotic "front" to rebuild 6 
units including 505. 24 Gds, 661 5, Ind. 8, US 34th. and the Br, 4 
Armor Brigade. 

with the end-run around Bolsena would give the 
Germans sufficient grief. The attackers near 044 
might have been belter employed near Naples. A 
heavier commitment against Naples would produce 
viable drives against THREE victory cities (Naples, 
Salerno, Rome) when only one is required. We'll 



GERMAN DEC III: 

The Automatic Victory on ISSFmay have been 
better employed if the resulting movemement had 
been simply used in advance only; moving adjacent 
to 82/325 and 24 Gds. 60 PG should be sent 
elsewhere. At this point, I think the German should 
continue husbanding his strength to withstand 
expected vicious attacks next turn. In addition, he 
still must fill holes in his lines. The A Hies had a very 
slim hope of forcing Terracina, but failure to attack 
in the Naples area enables the German to pull 
everything into the city. The A Hies, the bulk of their 
"free" forces at 044, cannot rectify the situation. By 
stripping his lines, he might gel a 2-1; an Allied 
offensive against this area on Dec III might have 
reduced the German defenders enough to make a 3- 
I possible. 



ALLIED DEC IV COMMENTS: A lot of the top 

pro basketball players started out in street games in 
New York, including Kareem Abdul-Jabbar, 
Connie Hawkins, Julius Irving, etc. "Dr. J" always 
maintained that in those games, when going in one- 
on-one for a lay-up, it was just as important to make 
the other guy look silly as to score a basket: so here 
goes! 

In order to prevent the Germans from massing 
every unit for last turn attacks, they must end the 
game with a front line, or the Allies win. Although 1 
had a good chance to win by holding 5 cities, 1 
decided it would be no harder — and more fun — to 
win by preventing the Germans from ending the 
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Match C. GERMAN DEC III Turn; The German masses his 
sinking power for a 9 1 AV attack against 1 SSF 26th PZ suffers 
a Ids! step in the attack but 12 extra movement points are 
generated from the overkill, causing a Breakthrough which 
allows 334, 71 , and 362nd Inf and 1 6th PZ to obtain a 4-1 second 

game with a front line. Their army is split up into no 
less than 8 pockets, as much by rivers and High 
Apennines as by Allied units. They only have four 
units able to move freely in the northern half of the 



combat vs the French 2nd Mortar. Unfortunately, the German 
rolls a"6 ,, .causinga loss of two steps from the 3 34th and ending 
The offensive with no further advance. The Fr. 2nd Mor suffers a 
one step loss in the attack Elsewhere the 94th Inf is repulsed in a 
1 -2 attack vs the US 3rd Oiv with a step loss. 

board. Anything is possible in AN7.IO, but my 
chances look good. 

The German final move could have won the 
game for (hem had their attacks generated enough 




Match C, ALLIED DEC IV Turn: The Allies deliver the coup de 
grace by cutting off virtually the enure German army. The Br. 1 St 
and 5th Divisions each lost a step in a 4-1 AV attack vs the 1st 
Ersau Infantry, allowing the Canadian 1st Inf to enter T36 and 
attack in conjunction with the NZ and US 3rd Divisions in a 7-1 
AV vs the 3+4 Mt and 5th Ersatz Inf. These two AVs cleared the 
coast road, allowing the Br 1st Para. US 45th Inf and French 4th 
Mt to advance up the Adriatic coast. The latter two ended their 



movement at M32 and U22 respectively (out of the confines of 
the illustration). The movement points generated by the second 
AV allow the NZ. Canadian 1st and US 3rd to launch a second 
attack vs the 3rd Ersatz Inf at 7-1 odds. The NZ Div is reduced to 
inverted counter status hut the other attackers advance aftei 
combat to P39. Both French units take on replacements and gain 
a step. 



forward movement either to close the from north of 
Rome, or to penetrate to the Allied port, since to 
win in this alternative way the Allies need to trace a 
line off the North edges from their port. I'd say (hey 
had a 1 6% chance to succeed, and it failed. It was a 
worthy try. however. 

While revising the 1969 ANZIO for re-issue 
in 1974 I gave a lot of thought to the anomaly that 
breakthrough movement can result in a unit moving 
farther than it could under normal (non-combat) 
movement. I concluded thai there was no better or 
realistic way to handle it. In this last turn, for 
example, several strong German divisions steam- 
roller Allied brigades. One could imagine a result 
ranging from negligible resistance, to an heroic 
effort that would delay the attackers despite their 
overwhelming strength. If the rules were modified to 
stipulate that attackers can never exceed their 
maximum normal movement, not only would it 
demand a lot of bookkeeping, but in my opinion it 
would over-represent the average delaying ability of 
small units in Automatic Victory situations. 

GERMAN COMMENT ON DEC IV: Since the 

Allies are going for their alternate win: denying the 
Germans a final front line, I have two desperate 
chances to slill defeat them. Either one would be 
akin to running the table in billiards. 

In the north, I have a 7-1 attack with one chance 
in six of generating enough "breakthrough move- 
ment" to close off the front. I could have tried to 
form a front across the narrow "Gothic Line" neck 
of the peninsula, but the gain in fewer units needed is 
more than offset by the added distance they must go 
to get that far north, What really hurts is that 1 still 
have an armored ersatz credit that 1 am unable to 
claim, because all are in play on the board. If this 
unit were at 135. I'd have a 1/3 chance instead of 
I / 6th. Moreover, I could probably rearrange the 
deployment attack to make the odds even better. 

In the south, I start out with a pair of high-odds 
attacks, but this is just the beginning. From these I 
must generate enough forward momentum for 
second and third combats, all of which must 
generate favorable rolls, in order to penetrate 
towards the Allied ports at Ortona and the Termoli 
zone, either to actually reach them, or to shield them 
from the rest of the board by German zoc's. thereby 
denying the Allies their victory. 

The results? Blast! I would have loved to pull this 
one out! Admittedly, my tactics were sheer 
desperation. Overall, I must say I got better die rolls 
than 1 deserved, and hot crap shooting is no 
substitute for good play. A German victory here 
would have been a "steal" from an Allied player who 
rolled more than his share of sixes and deserved to 
win far earlier. 



DEC IV TURN: 

The victory criteria state that the German must 
prevent the tracing of a line (free of German ZOC) 
from a port (beachhead or port city) as constructed 
on the board (therefore excluding the south end), to 
the north edge of the board. The A Hied start points 
are the Roma area, Ortona, and the Termoli zone. 
Rome (both the beach and Lido port) are easily 
captured. This leaves the east coast. In a nut shell, 
there's only one way to block the Allied "victory 
trace" from these two port counters. We have two 
methods to evaluate: I.) throw a new defensive line 
around or north of the ports; or 2.) destroy the 
ports. The Naples forces can't attack Br56, the 
Cassino forces can 't break out to the east (primarily 
due to blocking terrain). The Roma forces can't gel 
past Br46 (at best, they could A V Br20l, and 
advance to P42for a 1-2). The A Hied forces in the far 
Northeast prevent any swing from there to the 
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Match C. GERMAN DEC IV Turn: The small German hopes for 
a victory now depend on overwhelming attacks generating 
enough excess movement points to allow second and third 
combat and enable them, with a great deal of luck, to close the 
front. The beginning of such a line is formed in the north (out of 
view] by: 1st Ersatz at T21 . 26th PZ— Q23, HuD 44— N26, 334— 
N29. and the 94th at L32. The German starts with a 7-1 AV vs 
325 and the Allied replacement counter at F41. A "6" die roll 
quickly puts an end to any thoughts of second combat as the 
Replacement counter survives the attack and retreats. A 9-1 us 

South. Therefore, there is absolutely no chance to 
destroy the A driatic ports. In the North, there is a 
slim chance to form a continuous front, but as the 
results show, it didn't work, 
SUMMARY: 

My "gut reaction " is that the A Hied player could 
have sewed it up 100% (as opposed to 83%) by more 
directly pursuing the "city victory" campaign from 
Dec II on. As it was, he came down the line to Dec 
IV and was forced to win the hard way, which he 
most certainly did, and did very well. In fact, his 
positions are really a work of art. Understand, this is 



Cdo 2SS has more success and generates 1 2 extra movement 
paints. The 305th Inf loses two steps but all 4 attacking units 
move on to attack the Br. 2 Para at 9-1. Again, the Germans are 
met with a "6" die roll which, although it eliminates the British 
defenders, does not generate enough extra movement to 
maintain the German's mathematical chances of a victory. 
Elsewhere 1 Para, HG, and 3rd PG wipe out the Br. 4 Bde in an 8- 
1, but this attack as well as a subsequent second combat vs 505 
& 23 are now pointless. The German has been dealt a 
catastrophic defeat. 

THEANZIO MASTER at his best: novices beware 
this approach! 

The German player started in the red, losing 
Frascati and under the gun at Cassino. The Dec I 
turn cost him dearly and from that point on he flew 
with a broken wing. ANZIO does exemplify the 
axiom that the winner is he who makes the fewest 
mistakes. Mark played a fairly good game, but Tom 
just plain stayed one step ahead of him at all times, 
particularly in regards to tactical placement. 



Q 
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A.H. Philosophy Continued from Page 24 

utilize bookshelf packaging in an attractive 
format. Not a wargame company, 3M special- 
ized in abstract games of strategy for the adult 
market. The true adult game addict will readily 
recognize such classics as: FACTS-IN-FiVE. 
BACKGAMMON. FEUDAL, TWIXT, OH-WAH- 
REE. etc. We will not attempt to maintain all of 
their items although we will continue to 
manufacture and distribute the best of their line. 
The combining of the two lines should enable us 
to build our retail distribution to new heights. 

Again the consumer will benefit by increased 
availability of both 3M and AH games as one line 
opens marketing doors for the other. In addition, 
due to the efficiencies of scale brought about by 
the merger of the two lines we will be able to 



reduce the price of 3M games to the SI 0.00 level 
so as to keep parallel pricing structure between 
the lines. 

We cannot accept your orders for the 3M line 
at this time but will be happy to do so at a later 
date when actual manufacture commences. 
Stay tuned to the GENERAL for details on this 
and other exciting news from Avalon Hill. We 
have far more up our sleeve for '76 and you 
won't want to miss any of it. 

Other titles on the horizon include a com- 
plete remake of GETTYSBURG by our resident 
Civil War expert, Mick Uhl, and the often delayed 
STARSHIP TROOPER which probably won't 
make its appearance until ORIGINS II, The latter 
is getting deluxe art treatment and will probably 
be our most colorful game ever. Armed with 
Robert Heinlein's endorsement we hope STAR- 



SHIP TROOPER will do for us in the bookstores 
what OUTDOOR SURVIVAL accomplished in gift 
shops. 

Vol. 1 2, No. 4 of the GENERAL was a bit of a 
surprise to us as it garnered a 2.64 rating to rank 
as our third best effort in the past three years. It 
was surprising because the feature article was 
not voted the best of the issue as is usually the 
case. Top honors this time around went to Dr. 
Joseph Connolly for his STALINGRAD variant 
"Starting Stalingrad in 1942." The polling for 
individual articles based on our random sam- 
pling of 200 votes (3 points for best, 2 points for 
2nd best, etc.) looked like this: 

Starting Stalingrad in 1 942 230 

The Battle of the Hydaspes 213 

Series Replay: Afnka Korps 135 

3-D Panzerblitz 134 

Back to Nuts & Bolts 94 

A Study of Wargamers 34 

PBM— The Hard Way 74 

Design Analysts - ■ ■ ■ - - ■ ■ 73 

Calculated Victory 59 

France '40 That Might Have Been 53 

The Rest of the Battle 26 

A.H. Philosophy 23 

This issue will be coming to you, as usual, 
quite late. We will be doing our best to get back 
on schedule in the near future but circum- 
stances may make that impossible for quite 
some time. The recent acquisitions will dictate a 
heavier workload for all of us at Avalon Hill, and 
just as important, may force a move to larger 
quarters. Should this occur we will be hard 
pressed to maintain our current publishing 
schedule. We hope you'll be patient with us in 
the hectic months ahead. 

AREA. 

We've recently revised the official pbm 
procedures for all AH games by doing away with 
special pbm CRT's and charts in favor of a 
system which transforms all 10 digit stock 
results to a base 6 number. This is accomplished 
by dividing the base 10 number by 6 and using 
the remainder as your die roll. A remainder of 
would be equal to a result of 6. Individuals using 
the old system should feel no need to rush to the 
new one, but games not already underway may 
do better to switch to the new system. All AREA 
matches not already in progress as of February 
29th, 1 976 should utilize the new system. 

AREA now has approximately 1700 mem- 
bers. To date, only one individual has been 
expelled although three others have been sent 
"warnings." It is unfortunate that anyone need 
be told to conduct themselves in a mature 
manner and that the ultimate purpose of the 
games is, after all, to have fun. However, if AREA 
is to develop a reputation for reliability we will 
have to trim the troublemakers from the rolls. It 
is an unpleasant position to have to exercise 
dismissal powers with no more evidence than 
the written account of a supposedly wronged 
party. We urge all AREA members to exercise 
good judgement, manners, sportsmanship anc 
constraint in complaining about opponents. Just 
because you file a "foul" call before the other 
fellow doesn't mean he'll be banned. If his story 
is more convincing than yours, you might be the 
one that gets bounced! The point is that AREA is 
supposedly a pool of mature and reliable players 
who are fun to play. Exhaust all possibilities of a 
mutual conciliation before complaining. We are 
still looking for more AREA technicians in the 
Baltimore area to update the records on 
Saturdays. Write or call Don Greenwood at 
Avalon Hill if interested. 
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THE REST OF BLITZKRIEG 



THE GENERAL 

by Dave Roberts 



The new BLITZKRIEG rules did such an 
excellent Job of cleaning up a previously ambig- 
uous game that we were hesitant to include some 
of the advanced optionals which might have 
"muddied the water" again. So in order to spare 
some newcomer the pain of biting off more than 
he could chew, we omitted the Hidden Move- 
ment, Nuclear Warfare, and Propaganda sections 
at the last minute. They are presented below for 
the use of the GENERAL' s veteran readership. 

Hidden Movement: 

Each side may "hide" up to 10 units and 
remove them from the board. Hidden units must 
always be stacked with a "covering" unit and 
obey normal stacking and movement rules. 




To hide a unit, remove it from the board and 
place it in the fold of a 3 x 5 index card as 
illustrated. The unit to be hidden may be 
"mentally" moved to the covering unit, or the 
covering unit may move to the hidden unit. 
Reinforcements must be placed on the board 
before being hidden. The unit identification of 
the covering unit (and only that unit) must be 
written in the fold of the index card. 

Units may be hidden with a covering unit of 
any type. (In the TG, air and ground units may 
hide under each other.) Hidden units may move 
normally with the covering unit, although neither 
may exceed legal rates or restrictions at any time. 
To change a covering unit the hidden unit(s) 
must be returned to the board and the 3x5 card 
revealed. 

Whenever a covering unit attacks, is attacked, 
moves through an unfriendly city, or at the 
discretion of the controlling player, the hidden 
units are returned to the board and the 3x5 card 
revealed to your opponent. Hidden units at sea 
need not be disclosed even if enemy units are in 
the same sea zone. 

Hidden units which are attacked are only 
revealed at. the instant of combat. In an Auto- 
matic Victory situation involving a covering unit, 
the hidden unit with that covering unit need not 
be revealed until after the attacker has completed 
all movement. If revelation of the hidden unit 
then reduces odds below AV, any units which 
moved beyond that AV must retrace their steps, 
"piling up" as close as possible behind the AV 
battle. Retracing units must be placed in legal 
stacks not in enemy ZOC, and they may not 
attack anything that player-turn. This is called a 
"nasty surprise". 

Nuclear Warfare: 

Nuclear warfare may be conducted on both a 
tactical and a strategic level. Players shouldn't 
engage in tactical nuclear war unless prepared to 
accept the possible consequences of strategic 
nuclear war (See 38. 7). When using tactical 
nuclear weapons, attacks on the TGAT and ACT 
are rolled 3 columns higher on the chart than 
otherwise. Thus a 5-8 attack may be rolled as a 
17-20 instead. Attacks on the BBT are rolled 6 
columns higher on the chart. Any tactical nuclear 



BBT attack affects all BBT targets in that hex 
(34.2, 34.3, 34.4, 34.5, and 31.42). All grounded 
aircraft in a nuclear target hex must be removed 
first, before any ground factors are removed. 

Each player has enough tactical nuclear weap- 
ons to support 150 nuclear attacks per game 
maximum. A record must be kept of all nuclear 
attacks expended. If a bomber intending to use a 
nuclear attack is shot down before bombing, the 
unused attack would still be considered 
expended, in addition to possible nuclear attacks 
used in air combat there. Place a heads-up penny 
on each target hex where a nuclear attack is used. 

After all combat is resolved, and air units have 
landed, the attacker must roll for fall-out effects 
on any units then in or adjacent to a nuclear 
target hex. Affected air units must be lost before 
ground units in that hex may be taken as losses. 
Armor units are never lost due to fall-out. Fallout 
is rolled on the 4-7 column on the BBT. The 
attacker may deliberately attack vacant hexes on 
the BBT to produce fall-out. 

All ground units that advanced or retreated 
after combat into or through a nuclear target 
hex, or into or through any adjacent hex, must 
also roll for fall-out. Air units needn't roll for 
fall-out in hexes they flew through. Armor never 
roll for fall-out. Roll separately for each stack of 
such units in each affected hex moved into or 
through. It is possible for a given stack to have to 
roll up to 5 times for fall-out after combat, 4 for 
advances or retreats, plus 1 for ending the turn in 
an affected hex. 

In the player-turn following a nuclear attack, 
flip the penny to tails-up. Adjacent hexes are no 
longer affected by fall-out, but a tails-up hex still 
affects each stack moving into or through it. 
Units which simply move out of a fall-out 
affected hex escape fall-out effects. Factors 
eliminated by fall-out while moving are removed 
immediately and do not engage in combat that 
player-turn. Remove the tails-up penny at the 
end of this player-turn. 

If a minor country liberator uses a nuclear 
attack in or adjacent to a city of that minor 
country, all special benefits of having been the 
liberator are lost. Cities of that country are no 
longer friendly to the former liberator, and must 
now be garrisoned to be friendly. Any unreduced 
cities would now resist the former liberator just 
as they would the aggressor. The 2 factor losses 
of 29.6 and 29.7 now also apply to the former 
liberator. However, (A) players need not garrison 
cities during a player-turn in which they are 
subject to fall-out, and (B) players need not 
garrison cities garrisoned by their opponent, in 
order to avoid the 2 factor losses of 29.6 and 
29.7. 

For strategic nuclear warfare, both have a full 
stock of multiple-independently-targeted-re- 
entry-vehicle-intercontinental-ballistic-missiles, 
equipped with mutti-megaton-thermonuclear- 
devices. Translated from Pentagonese, this means 
that either player may upset the board whenever 
he pleases. 

Although not strictly prohibited, players 
should refrain from (A) using tactical nuclear 
weapons over enemy home country cities, and 
(B) occupying any home country hexes with 
ground troops. Players who upset the board in a 
player-turn in which their opponent escalates the 
conflict to such excesses as "A" or "B" above 
would be considered morally justified. But in any 



case, all players and spectators present when the 
board is upset should be forever banned from 
further play of Avalon Hill Games. 

Propaganda: 

While having no direct bearing on the logical/ 
mechanical elements of the game, a zealously 
waged propaganda campaign can make a major 
contribution to final victory, or even win in an 
otherwise hopeless situation. 

Players are now free to engage without limit 
in propaganda such as accusing the other of 
warcrimes, political corruption, suppression of 
subject peoples, forecast the collapse of the 
other's economic system, etc. Scathing use of the 
term "aggressor" should be made at every oppor- 
tunity, and the most high-minded nobility of soul 
feigned in use of the term "liberator." Going 
deeper, one could drum one's fingers loudly on 
the table when awaiting the end of your oppo- 
nent's move, or you might respond with a bored, 
"Ho-hum, what a dumb game!" when your 
opponent rolls into a crucial city with a 1-2 and a 
die roll of "1". 

Players are reminded that excess zeal in 
propaganda may damage relations away from the 
game table and leave you no friends, but that's 
your business. It all depends on how seriously 
you take simulating the absurdity of war. 
Remember, this is an Optional Rule. You don't 
have to use it. /— v 



ALEXANDER 
SECOND EDITION 



1 



The second edition rules for ALEXANDER 
THE GREAT are now available from the parts 
department for $1,50. The new rules include 
an expanded appendix of questions and 
answers on play, as well as a revised sequence 
of play, missile rules, and more accurate 
descriptions of the mapboard terrain and 
counters. Also available for $1 .00 are the new 
ALEXANDER counters which include the half 
strengths printed on the reverse side in a 
lighter shade of color to help differentiate 
between full and half strength units. Regular 
postage charges apply. 

PLAY-BY-MAIL 
PROCEDURES REVISED 

In an effort to adapt all play-by-mail games 
to the same rules packet, the standard pbrn kit 
has been revised to handle instructions for all 
games recommended for pbrn play. The new 
system adapts all pbrn games to usage of the 
standard base 6 CRT. The instructions are 
included with the purchase of any pbrn kit or 
can be ordered separately for SOC plus usual 
postage charges. 

REDUCED HEX SHEET PADS 

Now available from the Mail Order Depart- 
ment is a pad of 30 hex sheets with normal half 
inch hexes printed on one side and Va" hexes 
printed on the back. The pads are useful for 
designing your own games, making hex overlays 
for actual maps, or generally sketching moves 
and/or concepts. The pads are available from 
the parts department for $1.00 plus postage. 
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Dear Sir; 

The following is an optional rule submitted 
for use in your Revised BLITZKRIEG game. 

37. FORTH ESSES 

.17.1 This is an optional rule for the Tournament 
Game. Fortresses represent emplaced posi- 
tions to strengthen defense of an area, ["his 
rule can be used only in conjunction with the 
Critical Resources Rule. 

.17.2 Each player begins the game with 4 Por- 
tresses. He may position them anywhere 
within his home country. 

.17.3 A player receives I Fortress counter at the 
start of his player turn if he has 4 friendly 
Basic Industry cities. He must place it 
immediately or it is lost; Fortresses cannot be 
accumulated and hroughl on en masse later. 
They may he placed on any non-sea or lake 
hex from which a combat supply line can be 
traced to one of the IND cities (not 
necessarily in the home country). Once 
placed, fortresses may not be moved. 

37.4 Once placed, a fortress may be occupied by 
any ground u nit of either side. Fortresses may 
he destroyed by friendly forces (removed 
from the board) if a unit begins its turn on the 
fortress and does not move that turn. Any 
number of Fortresses may be destroyed in a 
turn. 

37.5 Units in fortresses have certain advantages: 

37.51 Units in Fortresses may ignore retreats 
called for by the TtiA I (attacking or defend- 
ing). 

37.52 Units in Fortresses arc not required to 
attack adjacent units. 

37.53 If they do choose to attack, they need 
not attack all adjacent units: they may attack 
one* some, or all adjacent hexes (but must 
attack all units in the hex. per 14.4. Not all 
units in the Fortress are required to attack; 
the player may use some, one, orall.inoneor 
more attacks, 

37.54 Units in Fortresses postpone the effects 
of isolation for one turn, due to supply 
stockpiles, I f a fortress is still out of supply . at 
the start or the second consecutive turn, the 
effects of 23.6 occur. 

37.6 If aircraft rules are used, special conditions 
apply: 

37.61 Bombers do not bomb units in for- 
tresses at double strength (30. K). 

37.62 Tactical Bombing does not undouble 
units in fortresses behind a river (30. 41). 

37.63 Ami-Aircraft batteries in Fortresses 
return fire (in the 13-16 column of the ACT), 
against any attack in its hex {Strategic 
Bomhing or Additional Missions, 30.42 and 
33), over and above any other A A return fire. 

37.64 A Fortress may be attacked as an 
Additional Bombing Mission, at 2 column*, 
lower than normal on the BRT;onlya blank 
saves the fortress. There is return AA fire (13- 
16 on t,he ACT). The destroyed fortress is 
removed. 

Glenn Roberts 
Eaton. Ohio 



Letters to the Editor 
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Dear Mr. tireertwuod: 

I would like to congratulate you on a line 
Series Replay in Vol, 12-3, I would like to see more 
'classics' replayed in the maga/.ine. Commenda- 
tion should go to Mr- Anion for some fine neutral 
commentary. Instead of harshly criticizing the 
players, he tried to point out why they made a 
certain move. It was a job well done. 

t think the game wuuld have been great if the 
luck factor was equal. As Mr. Roberts said, the 
odds that his three l-2's would fail was 29-!! (1 
wonder what would have happened if the first 1-2 
succeeded)? However, as Mr. Anton said, you 
must plan your game on the worst possible luck, 1 
tend to agree with Mr. Roberts that it is difficult, 
(not impossible) to beat a competent PA A player, 
such as Mr. Libby. by taking only 3-fs and 
delaying pieces. I hope that future Series Replays 
will be as good as this was. 

Andy Tomcufcik 
Old Tappan. NJ 



Dear Sirs: 

I have recently purchased a copy of your game 
Wooden Ships and Iron Men which J am generally 
pleased with except for the fact that the Dutch fleet 
is completely ignored. It is true that the Dutch fleet 
was small and it's primary function was convoy 
escort, but it was larger then the American fleet of 
the I830"sand large enough to keep over twenty of 
His Majesty's SOl.'s occupied in the North Sea. 
Another interesting thing about the Dutch fleet is 
that if it did not exist, the British would have been 
denied one of her greatest naval victories under 
sail, the Battle of Camperdown. 

The Battle of Camperdown took place on 12 
October 1797 and was the most decisive victory, 
strategically as well as tactically, since the 
destruction of the Spanish Armada. The Dutch 
fleet, under the command of Admiral John 
William DeWinter, was ordered to sortie into the 
North Sea "for the honor of the flag" and was 
caught by the British while attempting to make it 
hack to port. While catching the fleeing Dutch, the 
British fleet, under the command of Admiral 
Adam Duncan, then 66 years of age. was in two 
disheveled formations when the order for "General 
Chase" was given. As t he British closed at an angle 
of approximately 120 degrees to the Dutch, the 
Dutch formation let loose a murderous raking 



broadside that did little to slow the advancing fleet 
of Adam Duncan. Many of the British SOL's 
managed to break thruugh the Dutch line resulting 
in the division of DeWinier's fleet into three 
sections, two of which were hopelessly involved in 
interchip melees to a numerically superior forma- 
tion. The third section of four ships was not 
involved in the fighting and they ran. After four 
hours of Fighting, the British captured nine of the 
Dutch fleet and left two to flounder on the soil of 
their flag. All this eliminated the Dutch fleet as a 
lighting force and cleared the North Sea for the 
next J J 5 years. 

In my opinion, this was at least the third greatest 
victory for England in this period because it was 
fought by fleets which were nearly identical in 
every respect, and it showed the folly of the 
notorious fighting instructions, which continued 
to be followed until World War 1 1. Duncan might 
well have been another Howe or Rodney if he 
wasn't stuck with an idle front like the North Sea. 

I have included a scenario of Camperdown and I 
hope you find it useful in expanding the possibili- 
ties off Wooden Ships and Iron Men. But as far as 
these big scenarios go, take my advice and get 
some additional boards. 

Robert Hoernig 
West Yarmouth. MA 



THE BATTLE OF CAMPERDOWN 



GUNS CLASS Nr. 



BRITISH: 












IsiS 


50 


SOL 


2 


214 


3 


Belllqueux 
Bedford 


64 
74 


SOL 
SOL 


2 
2 


V14 
V16 


3 
3 


Ardem 
Venerable 


64 
74 


SQL 
SOL 


2 
2 


U13 
Tt9 


3 
3 


Agincourt 


64 
64 


SOL 
SOL 


2 
2 


Q20 
C22 


3 
3 


Adamant 
Veteran 


60 
64 


SOL 
SOL 


2 
2 


D23 
E25 


3 
3 


Monarch 
Powerful 


74 
74 


SOL 
SOL 


2 
2 


F26 
C2? 


3 
3 


Director 
Monmouth 


64 
64 


SOL 
SOL 


2 
2 


CSS 
B28 


3 
3 


Russell 
Montague 


74 
74 


SOL 
SOL 


2 
2 


C31 
S31 


3 
3 


Circe 
Beau lieu 


28 
40 


F 
F 


3 
3 


T9 
A19 


2 
2 


DUTCH: 


Gel i he Id 
Be;hchermer 


64 
56 

68 
68 


SOL 

SOL 


2 
2 


0019 
0020 


2 
2 


Hercules 
Adm. deVries" 


SOL 
SOL 


2 
2 


MM2 1 
KK22 


2 
2 


Vijheid 

St aten General 


74 
74 


SOL 
SOL 


2 
2 


1123 
HH24 


2 
2 


Wassenaer 
Bwavtar 


64 
B5 


SOL 
SOL 


2 
2 
2 
2 


EE25 
CC26 
AA27 
Y28 


2 

2 


Brutus 
Leyden 


74 
68 


SOL 
SOL 


2 
2 


IWgrs 
Cerberus 


44 
68 


F 
SOL 


3 
2 


W2& 
U3Q 


2 
2 


Jupiter 
Mcnnikendam 


74 
44 


SOL 
F 


2 
3 


53 1 
R33 


2 
2 


Hsarlem 
Alkmaar 


68 
56 


SOL 
SOL 


2 
2 


P32 
N33 


2 
2 


Delft 


66 


SOL 


2 


L34 


2 


PREVAILING WEATHER CONDITIONS 

Wind direction: 3 

Wind velocity: 4-Heavv breeze 

Wir>d change: 5 


SPECIAL RULES 

1. No land hexes 

2. No anchoring 



CREW 

Ou.il Section 

1 2 3 

C. 4 3 3 

Cr 3 2 2 

Ci 4 3 3 

C. 4 4 4 

Cr 4 3 3 

Cr 4 4 4 

Cr 4 3 3 

C> 4 3 3 

Cr 3 2 2 

Cr 4 3 3 

C< 4 4 4 

Cr 4 4 4 

Cr 4 3 3 

Cr 4 3 3 

Cr 4 4 4 

Cr 4 4 4 



6 6 
8 8 



6 6 
8 8 



CAR RON 

ADES RIGGING 

L R 12 3 4 



7 7 

7 7 ■ 



6 6 6 

7 7 7 



7 7 
7 7 



2 1 I 

3 2 2 



5 4 4 

4 4 3 

5 4 4 
5 4 4 
5 5 4 
5 5 4 
5 4 4 

4 4 3 

5 5 4 
5 4 4 

4 3 3 

5 4 4 
5 5 4 

4 3 3 

5 4 4 
4 4 3 
4 4 3 



5 5 
9 9 



7 7 7- 
7 7 7- 
6 6 6 6 



iticitlcit 



Dear Editor: 

I was very pleased to see my work on J utiand 
in Vol. 12, No. 3 as the lead article, as well as my 
material on the Derfllinger. However, there were 
some errors committed in the printing of the 
counter sheet and the supplemental hit records, 
which I would like to call to your attention. 

1. The hit record for Australia is wrong. It 
should be like her sister ships. Indefatigable and 
New Zealand. 

2. The counters for the British B's should all 
have been like that for King Edward. 

3. The protection factor for the British B's on 
the hit record sheet should have been 10. rather 
than 7. 

4. The unit counter for the Rodney is for the 
WWII BB. The ship of this name which was 
projected but not built in WWJ was a BC of the 
Hood class. Thus the counter for Scenario 5 
should have been like ihat for the Hood. 

5. The protection factor on the unit counters 
for the Antrim. Argyll. Devonshire and Roxburgh 
should he I, rather than 2. 

Dean Miller 
Fairfax. VA 



Dear Sir: 

I wonder if I might use the letter columns of 
the GENERALla express my thanks to all those 
who contributed in any way to my getting the two 
Charles Roberts awards? To have a damned 
Limey walking off with two of the five awards 
must have been rather a bitter pill for rightly- 
patriotic Americans to swallow, and the fact that 
they appear to have accepted this (my mailbox has 
contained letters of congratulation hut— as yet- 
no bombs) as well as having, separately, promoted 
it speaks volumes for the generosity and fair- 
mindedness of the wargaming fraternity. Mind 
you, why I deserve any award of this nature, let 
alone two. mystifies me- after all, I have been 
enjoying myself! ALBION was a labour of love 
and sometimes even I wish I had Ihe courage to 
take it on to issue 100 - . , bull soon get a grip and 
continue to take the pills .... 

Anyway, many thanks to everyone and 
particularly to the organisers who have pulled off 
a get-together which has been in everyone's 
dreams for some years but which takes a helluva 
lot of organisation to bring to reality. 
Don Turnbull 
Cambridge. Great Britain 



Dear Mr. Greenwood: 

I was very much surprised to see that in the Avalon 
Hill Philosophy Part 52 in the November- 
December edition ol the General, that vour forth- 
coming release entitled KINGMAKER was 
referred to as "a multi-player diplomacy game of 
the English Civil War." 

Nothing could be any further from the truth. 
KINGMAKER deals with the period of dynastic 
wars between the royal houses of York and 
Lancaster which lasted from 1454 to 1483. These 
wars were fought almost exclusively between the 
nobility with the common man knowing or even 
canng little about the outcome. As a result of the 
"wars*' nothing really changed except thai the 
Tudor dynasty came to power. One dynasty had 
been changed for another. 

The "English Civil War" occurred from 1642 to 
1646, and ended with the execution of Charles 1. 
This war was concerned with the struggle between 
the conflicting growth of the power of Parliament 
and the divine right and royal perogative. As a 
result the style of English life was changed, though 
not for long by outward appearances. As a result 
the authority of ihe King was on the decline and 
the power of the Parliament was on the rise. 
I hope that there will be a disclaimer published so 
that the novices among us will not think that the 
KING MA KER is the English Civil War, and that 
the Wars of the Roses is simply another name for 
the same. 

Bill Mauzey 
Maryville. MO 



Ed. Note: You are, of course, correct. It is easy to 
fall into ike trap uf describing the War ofRosesas 
a civil war because, in a britad sense, it WHS one. 
H&wever, you are entirety correct in chastizing us 
for referring to it as The English Civil War which 
it, of course, is not. Thanks for catching our slip. 

***** 

Dear Sir: 

The article by Randall Reed in the current 
issue of the GENERAL {vol 12, no. 3) raises the 
possibility or rule changes to the recent issue of 
ChanceliorsviHe. I agree thai the victory condition 
ratio should be 3-1 rather than 4-1. 1 also 
wholeheartedly agree that the addition to the 
victory conditions pertaining to Confederate line 
of supply be initiated. The comment in the article 
about the old version beinga D-Day on the river is 
certainly true and I can remember the frustration 
of just trying to cross the river in the older version. 

I have also noted in the General over the past 
year that there have been many articles on 
eompartmentalization of components. 1 would 
like to say that 1 know of a method that is relatively 
cheap and very efficient. My method of compart- 
mentalization consists of the purchase of two 
Rubbermaid mini cube trays (no. 2866); after 
purchase, cut the plastic edges off with a razor 
blade. You are now left with two tTays, each of 
which has 36 separate compartments capable of 
easily holding 8 Panzer — pieces. This method is 
excellent for such games as Panzer Leader and 
PanzerBliiz. The only disadvantage is that the 
boxes must always be kept in a horizontal plane 
otherwise the pieces will fall out of the compart- 
ments. Two Rubbermaid mini cube trays with 
edges trimmed fit very snugly intoa bookcasetype 
of box. 1 am surprised that after four years of 
Panzer Blitz being on the market that no one has 
published this excellent method! 

Dr. Don Holshuh 
Lynch, KY 

••••• 

Gentlemen: 

I want to thank you Tor publishing the Origins 
of World War II game, which 1 have used with 
great success with groups of students of d iplomat ic 
history. Mind you, I have modified the game 
some, adding Italy, Czechoslovakia and Poland, 
and creating teams for the various democratic 
governments {teams which must have majority 
consent to act, giving them a disadvantage versus 
the dictators). At first I used it at the end of the 
term, as a kind of celebration at my home, but the 
students commented thai they could have profited 
from it before final exams. So now if s an intergral 
part of my international politics course in the 
period 1900-45. 
Robert W. Sellen 
Professor of History 
Georgia Stale University 
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$10.00 



TITIi: BLITZKRIEG '75 Edition SUBJECT: Fictional war of two major and 
five minor powers loosely based on WWII 

BLITZKRIEG was the 23rd game 10 under- 
go analysis in the RBG. placing 15th on the 
chart with a cumulative rating of 3.09. This 
performance while good {not every game can 
bethebesU was disappointing to us in that we 
had thought highly of the 75 revised edition. 
The results may have suffered from readers 
basing their ratings on the original, rather then 
the recent edition of the game. However, more 
likely the games appeal suffers because it is 
only mythically based on WWII, rather than 
being a historical simulation. 

The game's worst rating came in the area 
of physical quality which is hard to explain 
other than for the fact that it is a comparatively 
old pame of the classic generation. The lack of 
an exceptional Realism rating is, again, 
probably a reflection of the non-htstorical 
subject matter being covered. Whereas the 1st 
edition often more closely resembled a "sitz- 
krieg" than blitzkrieg, the '75 edition certainly 
lends itself to the fluid movement of armored 
warfare The new artillery and air power 
systems address those arms with much more 
accuracy than past systems. 

BLITZKRIEG did set a new RBG record in 
the Play Balance category where it bested 
Third Reich by a Significant .34. This is no 
mean achievement for even though the forces 
involved are nearly identical in total strength, 
their order of appearance and native terrain 
advantages are not. The Completeness of 
Rules rating is also quite impressive and 



apparently well deserved as "our nut mail" to 
date has revealed no unanswered questions, 
other than the exclusion of the Hidden 
Movement rules mistakenly advertized earlier 
as being part of the second edition. 

BLITZKRIEG offers something for just 
about everyone If played without the Optional 
Fighter rules, it is an exceptionally good game 
for PBM play due to the large number of units 
and relatively few turns { 1 5). Those who stress 
competition will enjoy the Basic Game for its 
ease of play while the hard corps has 
expressed delight with the added rules for 
crucial industries, air combat, and naval 
ascendancy. BLITZKRIEG in its revised format 
is a worthy edition to any gaming library and 
those of you who have not updated your sets 
should do so at your convenience. 



Physical fliality 3.39 

Hapfioafd 3-28 

Components 3.30 

East of UnritfstMdJHf 3-14 

CwpllttMSS il Rules 2.89 

Play Balance 2.25 

Realist! _ _.. 3.67 

Excitinint Unl - 2.81 

Overall Value 3,05 

fiaat Lttigtl 4 hours 



Hex by Hex 



Continued from P. 1.1 Strategic Alternatives Continued from Page 23 




PAN/.ER LEADER 

Q. May a unit whose LOS has been occurred by a 
SSC direct fire at a target spotted by another 
friendly unit'! 

A. No. 

Q, May the turn an engineer unit unloadscount as 
the 1st turn ol a 4 turn sequence for building a 
block or demolition work? 
A. Yes. 

Q. Can German AFV's ca rry & I mm mortars or "1" 
type weapons? 
A. No. 



Q. Can snAFV overrun at odds worse than I to 4 

for positional reasons (i.e.. to gain entrance to 

terrain behind the defender?) 

A. Not in PL. 

Q. Assume 3 wrecks and a block on a bridge. Can 

you move across it? 

A, No -the situation card for £20 has been revised 

however to prevent this from happening. 

Q. Can a unit other than the original spotter act as 
a spotter to prevent "Scatter" when the original 
spotter h no longer present and if no -can you 
have more lhan 1 original spotter designated? 
A. No Yes. 



TELL M£ &OB, NOVv THAT WE r *":I^ 

HfWE The fo^Q- PAMlL-G-R LEAOefc * MD 
jeVESi PftW2EC3UT2_ BOARDS* SET up 



and Zabvenia is the only cover on it. It the enemy is 
in a rush, he will have to take Zabvenia. 

The gully gives Zabvenia its importance, but it is 
also a threat. The two gully hexes north of the town 
provide for assaulting Forces partial shelter from a 
defender's supporting gunfire. Only units in a north 
hex of Zahvenia can fire into the gully, and those 
units may discover themselves overburdened, 
unable to kill enough spotters to prevent an artillery 
zonk from Opustosehenia. To prevent this, try 
occupying the easternmost gully hex, or, with a 
mobile unit, the reverse slope of that interfering 
northern ridge. The brown hex-sides will interdict 
enemy lire from the north for either position. 

Defending Zabvenia from a southern or eastern 
attack can be quite difficult. If your opponent has 
strong forces* better not attempt a besieged defense 
like Opustoschenia's. Zabvenia is another place for 
elastic armored action rather than infantry-artillery 
rigidity. 

l! would be folly to assume that, because Zabvenia 
ford is the easy route south, everybody will come 
that way. The little forest on the east side of the 
board, close to the stream* provides a convenient 
jump-off point for a flanking assault which will 
circumvent thestreambed barrier and possibly force 
an evacuation of the town. It is just dose enough to 
serve a similar purpose for a northbound attack 
against Opustosehenia. The forest makes an 
excellent artillery position for use against either 
town. A single unit m sufficient to hold the forest 
against Sight opposition. 

It is just possible for a really fast unit (c & T -34s, but 
not Panthers) to by-pass Zabvenia at the ford, attain 
the road* and pull up into the woods between the 
forks. Again only a single unit is needed to prevent 
such a penetration. Two units there will dominate 
both forks. Still another unit in the copse in the 
sou !h west corner will provide a firm outpost line for 
Zabvenia against southern attack. An attacker 
would be wise to seize both forests before assaulting 
Zabvenia. 

That little C-shaped ridge in the southeast eorner is 
an odd obsession of mine. The shape intrigues me. 
and occasionally I must repress an impulse to nestle 
some unit in the mouth of the C. in did, it would be 
u wasted unit: The brown hex-sides would block 
most ol the lines of sight in and out. the slope hexes 
would slow down movement to a better position, 
and while it lasted, the unit would be a target for 
anything on a hilltop. 1 call the position Rorschach 
Ridge, and I think it might prove meaningful if ever 
I undergo psychoanalysis but it is perfectly useless 
tor anyone plaving PANZERBLITZ. w-^, 

G 



with them! Other times, a sound tactic or 
strategy simply falls apart for no reason. Especial- 
ly when other people do not react - as you 
would expect — in titeir own best interests! So 
you have to learn, to be flexible. 

For example* Germany cannot simply decide 
that she is going to overrun all of Europe before 
attacking Russia. England will usually be too 
strong to invade. But if the British player gets 
careless - and the opportunity presents itself - 
the German can now consider this possibility. 
Indeed, the British player often leaves his island 
with less than optimum defense (but still de- 
fended, mind you!) on the assumption, "Ger- 
many can't afford to gamble on a Sealion 
invasion - he's got to get into Russia J" So that 
works both ways. 

Another example is the French/British/ 
Russian first turn declaration of war on Turkey. 
When we tried it, Germany intervened! We didn't 
expect this, as it meant Germany had to declare 
war on Russia in winter, 1939! (Italy, intimi- 
dated by a strong British fleet, remained neutral!) 
We were eventually driven out of Turkey and 
Germany managed to push up the Caucasus - an 
alarming event! However, Germany found herself 
in a three front war in 1939; France did not fall, 
although Paris changed hands a couple of times 
(it was a near thing!); and the Persian Lend Lease 
route was obviously lost - but Germany simply 
had no forces to spare to take Norway! Mur- 
mansk convoys were uncontested. Eventually, 
the game worked out to Allied strategic advan- 
tage after all; but for a while everything was in 
mid-air {nobody knew what was going on or who 
was winning!) as the fall of Paris would have sent 
the Allied dominoes tumbling. It certainly wasn't 
the scenario we expected or planned. Inciden- 
tally, it was a good thing we had Xeroxed the 
United States BRP card, since France never fell. 

Thus, in conclusion I can only advise new 
players that they should open a THIRD REICH 
game with a definite policy for their nation (such 
as British support of Russia) and a tentative plan 
for carrying that policy out under normal circum- 
stances. Beyond that, remain flexible. Keep a 
hawk eye out for opportunities, for mistakes by 
other players (and they will arise!); then, decide 
whether you wish to exploit that opportunity. If 
yes, then bring your futl tactical and strategic 
wargaming skills to bear — and exploit it to the 
hilt! Whatever happens, however it works out, I 
can only say that it will rarely be quite what you 
expected! ., — . 

<5> 




AVALON HILL RBG RATING CHART 

The games are ranked by their cumulative scores which is an average of the 9 
categories for each game. While it may be fairly argued thai each category 
should not weigh equally against the others, we use it only as a 
generalization of overall rank. By breaking down a game's ratings into 
individual categories the gamer is able to discern for himself where the game 
is strong or weak in the qualities he values the most. Readers are reminded 
that the Game Length category is measured in multiples often minutes and 
that a rating of 18 would equal 3 hours. 
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AN2I0 

PANZER LEADER 
RICHTHOFEN'S 

1776 

3rd REICH 

PANZERBLITZ 

CHANCELLORSVILLE 

FRANCE 1940 

JUTLAND 

LUFTWAFFE 

MIDWAY 

AFRIKA KORPS 

ALEXANDER 

ORIGINS OF WW II 

BLITZKRIEG 

WATERLOO 

BULGE 

D-DAY 

STALINGRAD 

TACTICS II 

1914 ^^M 

GETTYSBURG 

KRIEGSPIEL 



2.36 
2.50 
2.52 
2.56 
2.57 
2.58 
2.68 
2.82 
2.83 
2.87 
2.88 
2.90 
2.93 
2.98 
3.09 
3.18 
3.21 
3.43 
3.44 

3.51 

3.87 

3.88 
4.04 



2.11 1.74 

2.41 2.17 

2.28 2.62 
2.16 1.76 
2.1 J 2.47 
2.00 3.00 
2.62 2.57 
1.75 2.05 
2.84 - 
2.41 2.91 
2.75 3.12 
3.04 3.10 
2.99 3.21 
2.69 2.58 
3.39 3.28 

3.29 3.27 
2.93 2.80 
3.72 4.54 
3.43 3.74 

3.43 4.30 

3.18 3.40 

3.59 3.84 

3.77 4.20 



1.94 

2.34 
2.12 
2.45 
2.34 
2.03 
2.45 
1.85 
2.39 
2.04 
2.56 
2.92 
3.19 
2.80 
3.30 
3.11 
3.31 
3.69 
3.40 
3.59 

3.26 

3.54 
3.85 



3.74 2.88 

3.65 2.60 

2.63 2.94 

3.27 2.62 

4.15 3.22 

4.03 3.00 

2.26 2.52 
3.30 3.25 

3.27 3.06 
2.86 3.02 
2.78 2.90 

2.12 2.29 

2.55 2.98 
2 00 2,22 
3.14 2.B9 
2.01 3.11 
3.08 3.40 

2.56 3.09 
2.07 2.52 

1.45 218 

5.46 4.32 
2.68 3.39 

2.13 2.94 



2.62 

2.67 
260 
3.08 
2.59 
3.06 
3.43 
4.05 
3.24 
3.73 
3 66 
3.39 
3.43 
4- DO 
2 25 
3.27 
3.53 
4.38 
4.37 
2 32 

3.86 

5.08 
2.93 



2.00 
2.19 
2.66 
2.72 
2.24 
2.05 
3.07 
3.0D 
2,53 
3.41 
3.08 
3.57 
2.76 
4.06 
367 
4.32 
4.11 
4.50 
5.15 
5-57 

1.95 

4.51 

6.09 



2.09 
2.34 
2.39 
2.63 
1.95 
2.07 
2.55 
3.40 
2.E1 
2.82 
2.37 
2.91 
2.43 
3.11 
2.B1 
3.21 
2.81 
3.60 
3.28 

4 59 
5.48 
4.34 
5.20 



2.15 
2.20 
2.4S 
2.36 
2.05 
2.05 
2.64 
2.75 
2.E7 
2.64 
2.73 
2.77 
2.86 
3.40 
3.05 
3.01 
2.95 
3.56 
3.04 
4.20 

3.86 

3.98 
5,29 



21.7 
13.1 

6.0 
33.4 
34.9 
14.0 
18.8 
160 
29.7 
24.2 
15.7 
13.5 
12.7 

9.6 
24.0 
16.2 
20.0 
17.8 
20.0 
11.6 

55.0 

12.5 
9.8 
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COVER STORY 

Our cover this issue is entitled "Air Attack." 
It is a print by Bruce Weigle from the Eastern 
Campaign portfolio. The cover depicts a Soviet 
IL-2m missing its target as a mobile German flak 
crew brings their gun into action. Anti-aircrafl 
protection was afforded German units by this 
special configuration of the Sd. Kfz. 251 
halftrack APC, which mounted a 20mm rapid- 
fire weapon, and saw limited action from 1 943 
onwards. This and many other prints are 
available from LAMO-LEM Battle Prints, P.O. 
Box 2382, La Jolla, CA 92038. The complete 
Armor-ln-Action series consisting of five port- 
folios is available for S4.95 ppd. Lamo-Lem also 
offers a catalogue free for the asking. 

Metro Detroit Gamers have announced that 
their annual convention MICHICON V will take 
place June 11-13 at the University of Detroit. 
Among the many featured events will be 
tournaments in 1776, WOODEN SHIPS & IRON 
MEN, and STALINGRAD. Those seeking further 
information should contact Bill Somers, 1654 
Chandler, Lincoln Park, Ml 48146. 

The Texas A&M Wargames Society reports 
that it will hold a convention. War Con II, on April 
9-11 in the Rudder Tower at Texas A&M in 
College Station Texas. A PANZERLEADER 
tournament is scheduled as the feature event. 
Interested parties can contact Keith Gross, Box 
8199, College Station, TX 77844. 

Probably the northermost Interest Group is 
the Kodiak Wargamers Society which meets on 
the island of Kodiak at a USCG Air Station. Being 
a bit isolated from population centers, they offer 
free room and board (with advance notice) for 
people visiting their Saturday get-togethers. 
Those interested should contact YN2 William T. 
Dobson, USCG Air Station, Box 33, FPO, Seattle, 
WA 98790. 

LTC Frank T. Rivera of the Department of 
Military Sciences at the University of Puerto 
Rico reports full usage of the complete Avalon 
Hill wargame line as a module alternative to the 
normal ROTC course offerings. The course is 
designed to give the cadet an appreciation for 
military history and, at the same time, increase 
his oral and written comprehension. 

The 4th Annual Flying Buffalo Wargame 
Convention will be held in Scottsdale, AZ on 
June 25-27. Avalon Hill and Diplomacy tourna- 
ments are scheduled, as well as many other 
events. For more information write to Flying 
Buffalo Inc., P.O. Box 1467, Scottsdale, AZ 
85252 or call Rick Loomis at 602-994-9104. 



We must remind you to utilize first class 
postage on all correspondance to Avalon Hill. 
With the recent postal rate increase, the Post 
Office may refuse to deliver the answers to your 
questions if your envelope doesn't bear at least 
1 3C postage. 

Buffalo wargamers are excited about the 
opening of a unique store just for them. "The 
Articles of War" at 2525 Delaware Ave. is a 
retail store specializing in wargaming products 
of all types. Owner James Venn provides free 
4'x8' miniatures tables, opponent matching 
service, wargame tables, and organized tourna- 
ments. At present, the store is restricted to 
evening hours and weekends. 



Infiltrator's Report 




The Avalon Hill Football Strategy League's 
SUPER BOWL III is now history as Don Green- 
wood's Green Bay Packers returned to their 
1973 winning ways. Greenwood, who barely 
made the play-offs of the 26 team league with a 
9-5 record, breezed to victory in the play-offs 
with 40-13 and 28-26 wins. Game designer 
Thomas Shaw failed to make the SUPER BOWL 
for the first time in 3 years as he fell to the 
Buffalo Bills of Dennis Yost by a 1 7-7 score in 
the Quarter Finals. Yost proved no match for 
Greenwood in the SUPER BOWL however as the 
Packers won easily 37-10. The league will 
expand to 28 teams next year. If you live in the 
Baltimore area and would like to participate in 
any of the three AH sports leagues, contact Don 
Greenwood at Avalon Hill. 

Those of you who were playing pbm matches 
with Canadian partners shouldn't be so quick to 
cry foul over a lack of response from our 
northern neighbors. A Canadian postal strike 
was the culprit so give them another chance 
now that it's over, They didn't move — the 
Canadian Post Office just returned your mail. 

Tube watchers who saw the EMERGENCY 
episode aired on December 13th might have 
caught a glimpse of a familiar name in the 
credits. Our own Mark Saha who makes his 
living with his literary talents wrote that ep- 
isode. 

Organizations seeking public announce- 
ments of tournaments and conventions in the 
GENERAL are reminded that such material must 
be received at least 3 months prior to the activity 
taking place. We receive many convention 
announcements which we'd be happy to publish 
but which must be discarded because the event 
would be over by the time the next GENERAL is 
printed. 

Nick Palmer of Denmark reports that all is 
well with the start of the International Wargam- 
ing Team Avalon Hill Championships. Six teams 
have put upthe S20entry fee todo friendly battle 
by mail. A total of 1 6 games will be played with 
each team having to field their respective 
experts in ANZIO, AFRIKA KORPS, BATTLE OF 
THE BULGE, BLITZKRIEG, D-DAY. PANZER - 
BLITZ, STALINGRAD and WATERLOO. Here's 
wishing good luck to the members of OOPS, 
OKH WEST, Ye Olde Wargaming Club, Ithaca, 
USC, and the National Games Club which is 
hosting the event from their base in Denmark. 



Reader E. Carlson reports that the main 
exhibit inthe Lowie Museum of Anthropology on 
the Berkeley Campus of the University of 
California, was devoted to "Games of Chance, 
Skill, and Strategy" from November through 
January. The exhibit included games from 
ancient China, the Plains Indians, South Ameri- 
can Indian civilizations, ancient Greece and 
Rome, African tribes, and a host of other places 
and times around the world and down through 
history. 

Only two games represented contemporary 
American society in this great panoply — 
MONOPOLY and WATERLOO. It would appear 
that Avalon Hill has even earned a place in the 
history of our culture! 

Contest No. 69 called for the Poles to set up 
their defensive line to accomplish two goals: 1 .) 
attaining the highest probability of survival, and 
2.) inflicting the greatest probability of damage 
to the German forces. The first goal is attainable 
several ways. The Poles can guarantee that the 
German must make at least one 2-1 3ttack in 
order to capture Warsaw. These are the best 
odds that he can hope to get as he cannot force 
the German into a 1-1 attack. The probability 
that the attack will fail and the attacker will be 
eliminated is 1 in 36. The second goal is more 
difficult to determine. Damage is best measured 
in terms of the standard unit of exchange; the 
BRP. So losses are not measured in combat 
factors, but in the number of BRPs it would cost 
to replace those factors. A surprising result is 
discovered through mathematical analysis. On 
the average, it costs the Germans more BRPs 
(6 79) to attack Warsaw directly across the river 
than to attack twice southeast of the city and up 
into Warsaw (6.68 BRPs}. Only 7 entrys hit upon 
this solution or variations of it. Many were 
disqualified because their defence was an- 
chored on the Partition line which the Germans 
are allowed to cross. 




The ten winners of Contest #69 were: C. 
Trebilcock, Montague, MA; A. Wiecking, Be- 
thesda, MD; G, Saunders, St. Johns, Newfound- 
land; L. Resales, N.Y., NY; J. Hooper, Falls 
Church, VA; D. Swerdlon, Bethesda, MD; M, 
DeMartelaere, Rochester, NY; S. Collier, Decat- 
ur, GA; J. Vaurus, Pasadena, CA; and M. 
Schuette of Saginaw, Ml. 
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OPPONENTS WANTED 



OPPONENTS WANTED 



OPPONENTS WANTED 



Experienced Adult WarOarTier MMMl tough fif 
in Madison county area ABEA mpmta Have 

AK. 8fl, Bin* Fr'40. Lufi. Mid, fart. Pan LD. 
RW. 1776. Grad TAC Wi.ii play aiiAH Games 
William W Foii.Jr 213f Oyer Circle. FLedslcne 
Arsenal PRSA| Al 35605. <?Oij B37-51 52 
I'm sure That •■' :'ii-. : ; ( • - :-■ i s:.::.".il AUskft ivc-ir 
is someone who enjoys these games like I. 1 1! 
1776. Fr'40. Lull, 1914 Pan. 3fl. BE Jell 
Jones. 1502 NunaXa Dr. Anchurna. AK 

99504, 333 961Q 

A H I K 5 IS currently su-fcking mature ad.ills 
Who enjoy wa>ga m i ng by mail For fnore 
informs! i Chi on trie many services wo offer, 
write our Regional Director Wesi Peier I 
Men com 4334 East Indianols Awe. Phrjeni*. 
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I&QO+ AREA PBM Pan oppenerils' When 
you hiding/ Expert Pan player seeks balHe 
Send scenario preference and rating Roben 
Chiang, 344 Spruce SI Berkeley CA 94707 

b24-&709 

!■ .. ;i, .-,.-. :: -sllil-^z ■■ I 1 1,11, ! ": •' ■ . I < I -T ■ ■ =" -l'- 

Panzer Division looking lor Russian mee-i 
(AREA 1200) Wtemspleasf. send aiiempisio 
The Panierkommander at Jim Poller 530 W 

Wilson n$5 Cosia Mesa CA 92635. (714] 

645 : E3_64 

Looking loi li 1 opponents' fha sub vUng fw 
your immediate area If 6 fll my list Ol over 70OO 
wargamera is available for two 13-C stamps and 
the zip- code map from your phone book Send 
into on yourse-ll lot inclusion Andrew Phillips 

1 ZB Oliver Si . Daly Cny. CA 94Q1 4 

Average player AREA 1 105 ABC wishes ro 
pbm BB maybe PAN Will mfWM .HI letters 

must be AREA rased Danfl tfeia fort*. 642b 
Central Ave 3206. El Cerrno CA 94530 

an FA ~ ■■■'-'■- I sun. 'ill , ryWMWd Mi 

ratmo. 1500 Phm PAN Fr 40 FtVW. i 776. AK 

GETT. MID ANZIO BLITZ Ftf anyihing SASE 

guarantees reply Ur Dvorak. 373 Willow 

spring D- Enemies CA 97.024 <7t4 r 753 

5177 ^__^ 

A li ' A |_-l>- ■ ■ -:;i IV >iR;n.iif;i Don Ihrw.-Ms 
Bol willing lo gn nail on AK. Blili Or Pari and fit 
on same plus Ale. oi Ft Si Joe Meny, 3777 

VWry F44. Fremont.. CA 94538, 792 6135 
Ri.-'-.r> li . ■ r i ■ :- i iij.il! p'.tvi.'i -.v.i;.:-, p r V ■', 

Blitz. Bis. Pan others, me) sell designed 
AREA Anyclubsnearby'CraigT Btirke.611 
Acacia 14. Hunt Bch. CA 32643. 535 233J 
A R £ A 900 I prelar to play With any and all 
persons who are Iron an Evangelical faith i e 
Christian I haveGrad, Tobi. RW Qui. Pan Lij 
Jul. and WSSIM Will Id. pbm or ebu- Will 
irawal 25 tllilH I "rn 27 RrChard L, 0*1!^, 421 
BeHUcwer BJmt, t.ong Bea-ctt, CA 908 14 (21 3, 

5-37-FJ214 

Brdw.- .iu' 1 Con -L.rn r>e the l.rsr lo sufiei 
oeteal a| itie hards rftfw L A M A r Sen Hart). 
10341 Lassen Los Alemnos. CA 90720 121 31 

4300396 

New Blur opponent warned AREA rated a a i» 
23 AM letters ans^vereQ P&rn will sobbIv l"1 
Barry \1i-\,it,i-., 1804 Feafn. Los Osos CA 

334Q?. ».2B.3&3J 

Have &NAN games eieepT &B Geii PtflyWtol 
prefer pbm Mo k-is but Fr 40 Marc Lawnan. 
1 399 Sambrero Dr Monwrfl^Parfc CA 91 7&4 
257 7E35 

Iriis is fleith',-'i,ir:- &i''.t:"'i ■ '-..llli'i 1^11 ij .1- 

■>,j-i ,'Vv;: ■«. I, ...lis- enough to play rYie- ir 3R, 

Blitz II lake Red*. RW 00 a"d Fr'flO Dauid 

S.sk.n 17300 C.llonia St. Korthndoe, CA 

$13M. 349Q936. 

WargameiS n ArOa) Cflme in the Laktview 
Brench Library on 550 El Ernbrcadero on 
Sundays) 1230 AH welcome, no fees Goto 
raceration room Rnger Harnngtan 40 Mu£S 
Ave (1102. Oakland, CA 94G10 W1 &) 559 
2593 ijriaii&aviaGrjidwr^r415i 4f>r. S1J3 
Help' Average player needed lor Tar 3R, Mid. 
Anzio [old} Chanc, BFin. Itf only Any clnbg 
around Qim.ui'.i Upland atea' Brian McMasier. 
1768 E Graneda CI. Ont CA$l764|7l4j 
334-7756 

"Vitji;.- pl.ivrii '■ 5 .ill- r----i1-- :i;;;:i;fniril!, Ifj 
following games AK. SB. 00. Lult Pan. PanLd 
RW. ^TE.Grad, 3R. Tobruk. Amio|74| AREA 
mfrfibci. pfam/ftl Cnuck Chamber lam. 33635 

Sage Tree. P;il::-:i,EH- ?.A!'.jH:I:- :')'.i^h: 
■■■;. , I.,,,. ,.-!■:■. ,',.,i.|,.ii :<i- .'. .-. .■■'.■ ■ ■_ r . ■ . ■ . , 
AKtmffGftimarii, Geit|meLee|,Krieg(meRed> 

AR£A rated 1 J00 Ra| e d game AK only Tint 
Roskus. 9 Celeste PI. Rolling Hills East. CA 
90274, 530 3775 

Htlp' Desperaie loi compelilidrl I ouvn 7 

5 & mes W.il learn others AREA rated l 500 

Pbm Ff-40. 3R Guad, risk chass Orrg Pan 
Pr-one w wrne Bill Taedter B40B Florida Ct . 
Sac.CA 9&£26 3fl3 350 

Will l»m f jnvniK in AS R8 Pin?. DO. Fr 4tJ. 
Gen. Guad. Pan. PanLd. Gratf. 3R, or Wai 
Kevin Burke. 16 SM"» San Ansel mo CA 

■•-■>ii.ij .-in.. ij : :i ■■■■(■ri;r 

Fit AK BB f' 40 Jji. Pan. PanLd. RW. Grad. 
3R Wsi and maybe 1776 Victor Peck 90 
Brookmead Cl San Anselmo. CA 84360, 4S.7- 

92 BA 

AREA rated IS year iVd mnti Rforpbral d 

kit] Have Mid BB. RW. 1 776, 3fl David 
Ff.sironi.3714Diir.onPi SanO-ego CA92 107 

121 3934 

Adult wants to pbm Pan Will hi all games Al 
Wnnaker. 1 240 Oak Knoll Dr San Jose CA 

95129. 255-B3Z2 

San Jose Wargan.ers tn* Lasl San Jose 
Wargarn-ars As.sm wa-nr&you Challenge team 

lO ppm &'i|I new rules Ca*l D*vtd Tnmlnv 
3291 DUSftwOOd Ln San Jose, O 95132 

252 4860 

0OP5 1976 lourmes BB. 3H Origs. Fi Si. 
Grand Prm, Siraiegy Olympics World War 
Chess wriie or call Fit only No Pbm J-oi 

Ft*")", 2609 W t,aV«rn C . Santa Ana. CA 

rH7Wj714| bS.6 JH.9. 

AREA il?!X)i ;.|-iv-.- v.-.v:' cui^nnn Pt.r. 
Fl 40. Lj(| 3R, fll Alu», OML Jul. Pan. PanLd 
HVV. 177B. Tobruk Wish (o Iflrm club Mike 
GunderlDf 3176N Oivemon. Simi. CA 53063 

W-. i:-6 -nai 

Pbm PanLsJ Par, Llj": •Ha; A^EA I ?0n Blit7 
only Arisw&r all letters Ftl Tobruk Bob 
Edwards 237 Circle Dr Vacauille. CA 9566R 

1 707> 448 3320 

AREA raung 173^ LooKing lor many oppo- 
nents in pbm Grad Will 111 DO AK. 3R M,d 
BB Aieaianjtfurlly Won t turn anypnedowji 

Lvcnord tr&use. >465 Astvburf. Walnut. CA 

Mi;a9in4l^35.7094 

PCm or In i>p|.i_--li'ril\ fin M:iJ Giad Jul. Pan 
Lull AK. 00. Panld. Bliti needed desperatly 

Will destroy anyone Brian Wizard 42 Russ-ftll 
Dr.ve.-E Hanfard.CT Q6^0a, 62fl-tlJ ?a 

Oppuneni wamerf lur fiT t inly AK LE, GD 
Fl'40, Gatt. Pin 177=. 3R. »\ar wiiuaku on 
anybody Jelf Doll 13 Waie.buiy Ave Marjis 

on, CT P6443 245 4659. 

Qppunent ^amttd lor HF <r\ Pan BanLd Wj'i" 
pbm inPar. lust time Am ateieoe piav^ r WUH 



answerell leners Will givegwdlighi Vincent 
HijiioiI Bulfalo 5pr.ngs Aliron CO B0720 
!3Q3l3a^-639S 

Need opoont'iii ■■■ Sn..ilf:rr .i.'i'.i Can play BB 
Pan. Alex, Krreg Am average player Will 
answer all replied Can after &i* ArnJoartHfi 
Jim Beebu 4747 Hampshire. Boulder. CO 

30303. rU3-B317 

HI AK Si,,, F r 40, Ki.cg Pan RW 1 776 Tac, 
3R WrH leatn olher games Keith ThcHrnas, 
42BS Qnrnwtl, BoutJar. CO 80303. *94-6J62 

Meed pbm fll. fibp f« BJitf. A+C. fiW. Pan 

PanLd 1776 Pele Pale 5530 West 3idPi rr2, 

Denver CO BQ326 ^303) 232-72.00 

Ftf FJ&. OD. An/-.., 38 P;,fiLi! I will phm flandy 
Rurlderbjrfc.e anylhing 1 gm challenging you 
Randy Anyone who knows him and read this 
tell him Mark Own*S. &03 GumWiOM Cl 
Altamonte £priri H s Ft .»;.:■! 4'. J ''^l' 

FortLauo WarBamhitaClob Interested in new 

members of any type — miniatures and boani 
games We meet si least opce a woe* Mike 
Wiilegal A340 N E 18th Terrace. Fori Laude. 
dal^. fl 33306. 771 8792 

Wanter Opponent !■■• pl"n 0ulge. Blitz ane" 
Pan Yo-u o&M not he enperiericed in pbm. !r>i 
you will lose anyway ftobtii! CaQprello 7061 
Oik Kings Rd S f149 Ja* FL 3J2I7 [504] 

7J1 -4S59 — 

PH opponsms wanted lor moSI AH game-s 
Opponents mgst be AREA raied Prefer 
opponents nirjh SChorjl yr older Interested in 
Igrming : . - -_ i ■ j Ic-r maiiiie gamers Sc-olt I 
Alkinwin. 5917 £ Ridseway Dr. Orl FL 

32305 555-5630 . 

Fil pppiinenis mnud EKpenenced. yviJi play 

anylhing Jim ErTiMy, 235& W MJCh , Pensaco- 

l a FL 325QS 453 6B9l 

The White Tenor is looking lor any lit 
Opponenl I also need pbm conquests lor AK. 

Ale^. Pan. All unsusoecimg (opis. please wine 
John Long 1712 Whaley Ave . Pensecula. FL 

32503. 432 1722 

Trying to locate Tallahassee area marganiers 
loc fil play Any game wilt do Hope to sler) a 
dub for loymamont play Phil Keller. fi044 Red 
L-agl* Di . Lin- . :■■.-■■ ■:.•-■: ■ ■:■■-■■ ■ - - ' 
Wanted pbm oc-ponerts 1or Pain ExpenencerJ 
plrjynis please I pick ^-iCuaiiori and optional 
rules and you pic*, sides F Haslup, P Bot 
23331 Emc-ryU Atlania GA 30322 [4041 379 

5200. 

Desperate! Need pbm or tti AK. Fr 40, Ale*. 
1??6. Mid. Cv.lle, 3R No kns. willing to 
improvise ahea Steve Collier, 1 757 Hudson 
WdsTrl Decatur, GA30Q33 14041 936-^581- 
AtfH-rage diiji" = e,-l-ii.,. i 'p';i::nei-lis and possible 

allies far Itf AH games £ Al Hattiasiad. 516 
Mains Circle Fi Benning GA 31905 fiS^ 

32 yj . 

Bamwi imwrtS ida fwJ Novice ha.s PanLd. RW 

WSftJW 1776. Diplomacy. Kingmaker Gary 
1842 Melrose CoeurofAlere \D 



B3B14 [203)664-9346 



Anyone in tne Chicago Im area who owns. 
Taufu*. Siaiis Pro Prolesstonal Fooibalt g.ame 
ggnlppt Gary Smith Arlington His IL 392- 

4932 512 S Waterman Si b0004 . 

Adull player looking lor jduli -JUi>onr;nts1or Itl 
BB S| in the Chicagofana area Herman 
Ml edema 1839 S Oakpark Ave, Beiwyn IL 

604Q3 

Phm BB. DD. Giad Pan. 1776 Bhu. Itl 3R 
Tobk.LultailforAREA MarkBaltazar. 5453W 

Dakm, Chicago. U 6QB.4J, ?3S 5389 

l ,-r'. iiw.k rig r™ information <ji 



IBM 

360. Know many languages Paul A Zi&s*e. 
1635W OliveAve Chicago. IL. 60660 1312) 

7ZS-325-. 

I wantlopbniAK.BP. PP. F- 40, Fan. 5lil;liWw 
lulesj. 'Giro, ft! Guad You choose game. I II 
thgpSe sida Chuck Cute 830 Htll Ave . Glen 
Ellyn IL 601371312)469 91 33 



lamed For 3Ft campaign game. 

l help me j>la.ytest a home- 
14 Bill Wrersema. 71 t Ker.1 



Fir opooner 
1776. RW 

Rd . «eml worth. IL 6CQ43 [31 2| 251-6651 

O...T |;I. :'.-:.-■ vv. h;:ii:i.i,.li ■l-'f-'-iil yiU 111 Pj" 

PenLd, 1776. fil pr ptjp ^ipcal phonest also 

know BB DD, Fr'40 Lufl. HW Qiao" [always 

alliesi Thomas Smalee, 1 264 Stn, Nonhern IL. 
Unn. Oe Kalb, IL 601 1 5 Ql B] 753-77<U 
Pbm Pan wanted Optional Rules Real LOS 
luertsive Fire, and possibly e*t> Pan from Vo.1 
10, No 1 ol General Am slighily above 
ayerag,e high school Soph Torn NuOamaker 
it'l l --i C.ylc 3-j* Pjn II . r:-C-.j ') 1 S?.3-M 1 r! 
AREA ranng 1200 w,ll pbm ,n BB. Xneg Also 
1914 Anno. M D . Wat, Pan. PanLd. Blili also 
fll TomSonby. 2251 6 Ridgoway, Prchron Paifc 

I L 60471 (312} 746 0943 ^^_ 

V-J.ll i.l.-i RH pp. Blitz. F|-4P. Gen. Kr.B-0 Pan 
1776. Grad others Lowell Batman, 7718 N 
Karkov. Skefcie. IL 60076. OR5-33;s 
■M.^.ivi' averaqp :ila/.: r ,.1 I rj. ■.vi-s'ipl. k? ptur i 
grad I play either side First latter will play 
AR£A rated at 1500 Hfiye kit floger Canre 
26Z&Fo> HarrjoLi' Ln Indianapolis. IN 46227 

7B7-B6S7 

Heed yanecy l.i ufifjiini-ni',!!' PiayisQ alrrx.sr 
every AK game Will team others' Weekends 
only during school months Own 12 games 
including. 3ft, Tobruk Roben Grant 9670 
HavprMir.k Rfi . Inpls IN 46280. 846 1581 
College-age gamer dosues pbm Fr 40 Prefer 
good natu-red malore opponenl playing lor 
enjoyment Promise good game play-ad tobinar 
end II nieru=.it a camacr Ooug Hooks. 4623 
Hmesiay Ave HB7 Indianapolis, iN 46208 

1 3] 7i 233 262S 

Good coliege age player wa"ts maiufe op.po- 
nents lor fil of pbm, Jul 1914 Lufi RW, Anzio 
lT7l3. AK. prelei ptjm AK AftFjA memrjer 
rating 1200 Alan fleber, HR 13, Box 278. 

Muiy.ii, in ty.MW ■:; - 1 J:-:: '-^:^ 

AfiHA 1200 Pbm Tac, t9i4 Ronald nasi 
Rose H u Jman Bo« 1062 Tens Haule, IN 
42222 

Aflf A ptjm (or Anao{74|, Pan laled I 200 M loi 
PanLd. RW. 1776 3R. Ong. Mid 1914. ptav 
prepared io tos*' Steve Powiefl IB 19 Sussex 
Cl aell^rrjgrl. IA 52/--^ (3 IS) 35fl-1QQ4 
Noyice wants It1 opponents lor DD, Lufi. Tac. 
BB. Mid Any clu&s in Oes. Mo-ines area'Craig 
Scorggs. 2020 N W \ J?th. Wesi Oes Moines. 

IA5Q265. 22b 9051 

Wanted Itl most AH ^ames Pbm AK. will Pe 



Bilk 



- , -' "V 



Will obm3R also Who'sbravoenough 
llenge the big 3 oi Ark City' Bruce 
3l£ SB St ArV Cny, KS 67005 442 



Fll Anjio BI.U Fi'40, Jut M,d Oul Pan 

PanLd RW, Tac. 3R, Tpfaruk. Giad. Ong Age 9 
DvttM m lirsT year Roger Kitieiman. 2329 N 
86 Terr Kansas C.ly. K5 66109 334 2419 

1 3 >oai old player looking Inr pbm AleH, Ptl 

WS8.IM. Pan. RW B-rad Millet. 2709 Toma 
on, K5 6620B 



Experienced wargamers wanled Ini New 
Orleans Gamers Club Weplayallmanulaciui- 
ers games Ho«Lte players welcome also Call 

Hicham Cuppa. I4$9 Alhis Si . New Orleans 

LA 70122, 2B3.-464J 

AfiEA rating 1500 Oesires faiedoppunentsioi 
PBM C -villa J Michael Hob.nson. 3757 B 

Maruniqua. Kenrnan. LA m0ti2 443-215-3 

Arru-.-n ii.!...-r::- ■. Il'o; php HJvrj-Blili. 00 

f; 40. Jul, Lufi. Mid. 1914. Pan, PanLo. RW. 
1 776. 3R. Diplo. and Coral Sea Will play yours 

Augusta at cenarn limn. Waynn Wclton RFC 
»4 Houltofi, ME 04730 |207j 532-2695 

'r ::cr-ni- .j. iiili dfls.ires comeback W [.:.'. 4H 
Blriii.Pan Wat Adolisprelairedboiwillaccepi 
all uniii eipeiirrii.ee re est All toners an- 
swereti Aiired M Ceiamtjro.SiOCrosby Road 

Balip, MP 21325 744 23 BO 

Vpung adult ?2SJ wiShc-S fll play Own. over 20 

games Doesn'j someone live close' Will 
iravel. or pi-ay at my home. Charles Srniih. 
5621 Knell Ave .i-.iii-- ■■w.-.'.lQb. 3.25-9697. 
Wanted A H f A rated HI maipnes in 00 
Grad. Mid. Pan. RW BB. Pbm mDD. Grad. flW 
BB Also Itf Anno I m rated 1200 and good' 
Ke»m Combs. 1 1 2!5 OldBelln Pike Beflftrrll*. 

MO 20705 [301 1 937 4497 ^^ 

Wani opponent [noyioel loi Pan. PanLd. Mid 
BI.U Will sphl COSl n! PBrrf ki| I am only in my 
lirStyeai Willing to !om a club DamdColloi-i. 
6004 HighborrJ Dr 8eih. UD 20034 T30U 
320 3652 



ffam Wooden Ships & Iron Men. Pen PanLd 
1776. Anno, Grad Want members for pbm 
dob ages 12 to 19 Write me il interested 

K&nhSlevensp:. Hu^ ?3i ik.wei. MQ 64454 



f>i;.i 



l2&; I 



■ Fll L 



nents lor most AH games and others Just 
looking for a friendly game Rooer Eastep. 

I 7607 Horizon PI.. Derwood. MD 208S6 iJOl] 

FJ6_9 504fl 

NriTnciiiiiuftfinrs' fr .vi\-,;<\ r.- ?l.^n AK and BB 
l$00 r^ing ARFjA memtiers pnly All tellers 
answered Clarence McDonagh. III. Rt 1. Bon 
19, Huohesmiie r/:: ".:i0 7 -GOi ■ 274-3188. 

Wan T ed Ptim rv.^t^r: !.-■■ Bill? Ftt all AH 
games Joe Geckle. 421 Sudbury fid., Lmlhi- 

eom. MO 210^^-.-: l. .'u^ ,;j'^4 

Fif AK. DD Jul i jf-1 Mid Pan PanLd. RW. 
1776 Tec. Wat. Cell. Tobrok Pbm Bhlz 
poSSibly Am AREA 1200 Baling C Joshua 

Gonesman. 3615 JanbroofcRd.«Bndeiisi own. 
MD 21133.655-2795 

WillpbmDD.Getl, Guad Pan Grad, Fi 40. BB 

II anyone has workable pbm system lor 3ft, 
1776, RW. Mid. Ft St W-H pbm Ihese also 
John Dowling. 27 1 3 Urbana Dnye Wneatori. 

MP 2090o 

Merrimack Valley Chapier-iGA. meats every 
thrusday mgni 600pm io 1200pm 56 
Hi^cr Hd . Anrjp«er. MA Board games, minia 
tures all are welcome Call 475-5734 lor ink. 
Marshall W Mollis. 28 Aigilla Rd Amiower. 

MAQ1B1Q, 4?S-&734 



1600 AREA rated ptayai -'■ 


ants opponents tgi 


BIU1.3R Wal . BB. Gratf 


Lawrence Whiting 


98 F Asiand Bt fliockiof 


MA 02402 &B3- 


3488 




26 year old wantspbm 3R. 


Blitz, DD. Fr'40. C- 


vine. AREA rated B Charl 


55 5 Ouaney 550 


Memorial Or 1 50 Camb 


rirfgu, MA 02139 


494-B460 




Young attuliAREAjated 15DOseeks pbm game 


of 3R C Jille. DD, Fr'dO. 


Blm Charles S 


Ducfnev. 550 Memorial Dr 


*1 50. Cambridge 


MA 02 139 494 B450 





! 3 w,-i imd lor TAC. Kf leg. Blitz, olhei gar 

opponents Wiliirtrj- to learn others Have 
movations (or sports games Bill Heoker, 144 
Washington $L LeominSler MAO 1453 [61 7| 

537-2543. 

Looking far PBM opbonenis. lor Bin; wnh all 
existing variants Also looking Ipr cplle^lprs 
items Richaid Marshall 22B Cenltal Ave , 
Naaaham. MA 02154 |6i7i444 7291 

Need '|1 O/pponr-ni;. Iron'. iOJi'ieasi MA or R I 
area Have many AH games Betier than 
average player Brian Smith. 780 Oak Si 
Norih Dighipn. MA 02764 |FJ17) 252-3BBJ. 
Non-AREA waiffsmer s^eeks a pbm opponent 
r-jr Fr "40 Will ieke any side- I am an average 
orayei Mchael Smart. 60 Harriet Ave No 

<■'■•■ "•■'! MAC'.-' 1/' .iV -■ V.-'H ■■■ (■■'-■- 

Re'Aci.vai.ny .i,i:, ■ a ;-. ■ - ■ ■ . -r ■-,—■■!, Ill Familiar 
wi(h most calssicgatTiesand willing tally new- 
fangled games Pete Wheipion. 187 Pelham 
Island Rd. Wayland. MA 01 77B 1617) 353- 

2172 

ii i ■'!.'..- ,-|ny y.trMiny i;.iutjs m Banie C'eekarea' 
Am a novice player, haye P-blm. Luft. 3R 
Kneg. BB. DO. B-kneg. Stalingiad. play Ihem 

all Jerry KelFcr 1 789 £ Mich Battle Ct aek. 
Ml 43017, 964 4763 



Inlermediale h.rjh school slu&ent will play ftl 
3R. Geit. Blrjz, Alei in Dearborn Heights area 
Mike Weddell 15542 Longmeadow. Dearborn. 

Ml 48120, 271 8564 

Wanted fll oi pbp in my area BB. DD, Fr 40 
Pan PanLd 3fl, TAC or learn your game Dayid 
Wm Casper, it 307 fto-yat GianrJ, Detrpit Ml 

48239. 937-2358. 

Wanted Ptl lor Mid 3R RW, BB, PanLO Tob. 
Lull, Tac. AK. DO. Anno. Blitz 1??0 PanBI 

Preler 15 19 year old Doug Holmes. 9567 
Arnold Detioil Ml 4B23&. 937 9567 

Adult no vrCn will pbm Wal. Alex, Get! Also will 
'11 any game Mid-Mich region Tom Tompkins. 
32B2 Island Rd Elsie Ml 48931 (51 7| 862 

5524 

Mairo Deiroit gamers Maturuyprelurred tun. 

rtQl Blood Sport 100 members informal 
sbuclpre no red tape Weekly meetings Si 
newsletter fil instruction to master play 

Michael Banmkowski, 943 Stewart, Lincoln 

Park. Ml 48M6 926 7744 

Novice warga-i|,.-- ,■.:,! ~„ \;i : ,, ^onlh Livonia 
area Ha-« 1776 DD Know Fr 40, Mid Bin?. 
BW. gpl will learn others Age 14 Sorry, no 
pbm. David J Will. 9B1 9 Loveland. Liyonia. Ml 

4B150 .261 7628 

Ftl 3R. Pan. AK. Wat &i.u, TOB Lull Grad 
DD. BB WSIM CAES LEG Craig Treb.leock. 
7050 Indian Bay Fid. Montague. Ml 49437. 
894 5136 



tally. 1 






', but 



ICUflhl 



NEFIDED. Ill adversaries foi DD. Lull, 
Gr&d. Pan. 1 776 & Tobruk Clark Gnat, 3373 
Bendelow. Rochester. Ml 4S063, BS2-3b3l 
Opponents wanted for l|l Ale* BB AK, Fr40. 
Pan, PanLd, Grad, 1776. 3R. Wat. DD Blm 
75 Totiruk Rick Duncan, 4514 Bruce Ave 
So. Edina, W. i ;;i ,]J,-. , f- ■ ;■ |>J|J- 1Q2Q 
10 Veers local AH enp F^jm. fif most AH 
games I have no pbm kits All serious camp 
mailed ABEA lated games preferred 3R pbm? 
JT Porettr. 1O10N E Lake St «12 Hopk.ns, 
MN 55343 (61 2 1 933 0792 



Players wa 


nteri AK Gctl 


r>'... 


■-',. 


t RW & 


others Any 


clubs in lown? 


lorn H 


.1'-' 


Soldiers 


Fteld Apt 65 519 4th Awe S.W. 


Ri 




MN 55901. 


295 M77. EM 


?st 







Seasoned plavei looking for any kind of 
playeis pbm. fll pbp 3R. BB. f r 40 PanLd 
177E. Lull Mid Tim Pool. 10640 Indiana, 
Kansas City, MO 541 37 [SI 5| 763 2198 
Frt opponents wanted Per anygames Aveiapfr 
ptayer ol high school age Will play anyone 
Joan B Biakt. 3963 Flora PI Si Liuifi. MO 

63110. 772041:2 

Good adull player wants Itf most AH games 
Can Iravel. enlerlain over night or reciproca, 

basis 250 mile radius. Richard C Parks. Bo- 
196. Gar-dm*: V1: ;.;i'.-.v.i i ■■: :r.j fl4B-T114 
Ft1 c-i pbm AK PL' J. .I ..': rVhd PanLd. HW 

1776, Grad. lobruk Haye nokits, but willpav 
half 14 years old. average player, all tetters 
answered John Smith, Jt , 3422 Mayberry 

Omaha. Mfl. HH ' 1 ■■' 'J::- 1 ' ^'1 -H7Q5 

Wampbm1or.il' Lil,-.- I ,' .".: BB I'm AREA 
raied 900 I prefer AREA rated opponents 
Craig $ Talley. SI 7 Jane s View. Papillinn, NS 

68046 

Average atlult olsyer ssre*mg pbm ooponent-s 
forpAH FredMollen. 13 Jprtes.. Las Vtg.aS. NV 

69110. 643.9696 

AflEA 1 200 desires pbm or fit tor BB Blur. AK 
basic Lull Ned F Nichpls. RED HI. Plaislow, 

MH Q3S65, 382 6947 

Wanted player for 3R. pbm tenets ewhangerJ 
first Only Isl class, players answer John A 
flostpn. 53 River S.t. Rochester NH 03867 

(6031 332 0665 

1500- AREA ralefl player pbm or Itf (iravel 
limited) Anjip Jut. BB Blit?. Kneg. Luf|, Mid 
Pan. 1776 Grad TAC 3R Wat Will answei 
all l*ttors Bill Cooper. 32 Dunnbar St 

Chatham. HJ 07928(201} 635-7769 

General Jobeis will (tf pbm Lult. PanLd 
Chess I'm AftFJA rated Joby ^icmian. 25 
Buttonwood. Cmnammson, NJ 08077 ^6091 

324 5959 

Anfm.ee, Lult Mid. 1 91 4. AK. Guad. Jul. Pan. 
3R,pbmaiitz LeslieJ Deck, 157 1 Raman Fid . 
Clark HJ 07056 

Average waroamer wishes Io play Blitz pbm 

Ted Shalack. 17 Lexington Dt , Englishtown. 

Mj 07725 |-2Q1 j 446-6647 

Look ng lor opponents lo all AH garner Frank 

San Miguel 1 1 14 Roberts, Mays Landing NJ 
OB 330. 625-2744. 

:>.-;,;;i'i ili'.v H.1-II--I I '1 ■,■•-!' "I"! w.li.i.'n-'li'i 
needs an opponent lor almost any AH war- 
game fif. pbp or pbfli (have no kH but will pay 
hail| Any clubs in McGuire area 7 Arthur 
Bennett. 4557 fCU MtGuireAFB NJ 03641 

(6Q9| 723 7633 

AREA opponents only An v '.nki.iii •■,;n„|i , ,i b\ 
avg player will travel Union Cp area Wal 
Grad.Lult.Mid, 1776, 3R.WS&IM Ale*, 1914 
Jefl Wilson 1050 Hetf.eld Ave Scotch Plains 

nj Q7Q76. ijj-i/za 

'-'.• ...tiiiMi'! ■: V; !'.'■ i. 1 ''--;■.■*■, ,:-king lor club in 
Aabury Park area Fairly good novice player will 
play any side Tom Harvey. 1515 Allen Aye, 
Apt 23. Wanamassa, NJ07712. 9IM-6130 
Average piayet will take 00 an comers Will 
play Aniio, BB. BGtz. OD. Fr 40, Grad New to 
pbm Will buy 'fi kit Joe Kelliher. 453 Ration 
Place. Wyckoll. NJ0748T.3SI 5Q14 

Average 1 5 year old warns pbm Basic 

Anno'74. die roll honor sysiem Also phm BB. 
AK. Pan. RW. Gett. reg pbm system. David 
Downing. 5100 4ihSW Atboq . NM 87102. 

877-5542 

Pbm or M opp wanted lor 1776, Blm, RW. 
Anno Al: letters quickly answered Richasd 
Brandwem. 67-36 Sprmglield Blvd Bavside. 

NY U364 {2121 42B 6094 

Anyone mieresied 10 lorming acteb' Will play 
any game Itl t have a wide -selection ol AH 

g-ame-s tdmund Hatmon. 610 Pacific St . 

Brpobyn. NY HJ3fl. ST3-7094 

Gi?neialsi Louk -<: l-i pb-i nr ltt-L>i Blitz. Fr'40. 

Luft, Pan. TAC Will olay anybody. I em 15 
Michael Dewey 149 Abbington Buffalo-, NV 

14223 8374725 

Can me to 'earn ol new store m Buflalo area 

which carries games and minis week days 
alter 6. Sal alt day James Venn. 2$2$ 
Delaware Buflaio. NY 1421 6 (71 6j B75 5700 
Wanted pbm op,-.. "■■"!■: [,.r iR DD PB. AK. fil 
RW. PanLd. 3R, 1776, Fr 40. Tobruk. TAC 
Have kits lor B6. DD Will spin cost on others 
Donald Cook, 65 E Main 5t . Chateaugay. NY 
I z92[} 1^1 61497-6333 



AREA 900 raied in lirstyea; ot gaming Pbm in 
Knee 3fl. willing 10 learn 1776 Michaai 
Slachowski. 8617 Henth ftd . Cc-iden. NY 
14033 941-5 716 

>. J ...-■- ,-1 ■ =! ■ -1 - ...!»-. -. - " - . 1 1 -. 1 ij.i'i'-' .■■ ■"■/i" IH-V AK 

pbm Itf obp AREA 1200- Gary Purwm. H9 

43-7 Ave. College Point. NY 1 1 356 12 121 Ft3- 
0749 

Fll opponents .--■ . 1 1 -, 1 1 - : : ."•. ■ :,o,irt 14 yi old 

PanLd, K/iag. F1.S1. Ben Bell. 5 G10I10 Ct. 

J"^il blJ±'-^ ,: '±}- ~' [ ; ' ; ' : 

Pbnt 3ft, only bus! ruin! „;.jj| v Will consider 
your idea s on pbm Multi-player game possi 
ble Choose sides and booo luck David K 
BasU. 7300 Ceflai Post Pi Apt 6 9 Liverpool, 

\y 13066 

A=iLA :':«/■ P.tr. PanLd. AK Tobruk 1776. 
3R, Jji'74, flW, pbm Iff pr pbp All letters 
answered Meed good miniatures rules Gary 
R Purwrn, 119437|h Ave. NVJfl 11356 
i 212l FL3-Q746 



"I" An,, 


,. SB, Binz. 


fr40 Lult PanLd l?7o 


3H, pom 


B6.Anno.fl 


lit; FjncE Hanac 


■•- v.;iiDt 


Mar Or 


Poughkeep! 


,ib. NY 12533 f914l 226- 


2934 








Would like to ftrc to 


3p1ayersm3R,F 


■ 40, Jut 


Mid, Par 


1. Would like 


to |ilfiy campaigi 


1 game in 


3R, ag* 


14 Ch„s 


Basiie. 1 1 4 Ca 


ryl Ave , 


r.--,K.-. 


■-.-■■ ; ■-.': 


476 2563 





Pbm BlltJ DD Ft 40. Geu. Goad, Lufi. Pan, 
PanLd, Tac. Wat Preler AREA rated Alsowish 
to play by Ham radio WB4PTM Rapu! T Alien 
J' 5760 B Allison Ft Knox KY 40121 624 



Expert player, ahea 1 600, da sues lop compe- 
tition from other experts Prefer AREA mem 
bars above' 1500 Pbm/pbp Pan, PanLd. 
Anzio 74. BB. Fr'40. Tobruk. WSSIM. AleK 

Glenn Larson 773 Rose Place Rosevdle MN 
551 1 3 |E 121484 5624 



All Charlotte area gamers Fif gaming every 
Sonday night from 1 30 p m tg 1 1 00p m at 

UNCC For more inio-manon contact Ronald 
Moses 5151 Spnnp Garden Ln CharioneMC 

._-^ \ : •_;;. \\ y.n- :\- : > 

Anyone wishing to play primative' pbm 
[without the knh Should write me PJay most AH 
games I will send mlo Please send S5.AF 
Geplt Spencer. 5309 Hevere Rd Durham, NC 
27707, 544-2375 

■|.;-i .i',i.1 .-: .'...'■ li. 1 ...li:: -i AK ■-•'.- ■■ UC 
Guad. Pan 1776 GrarJ. Wat. have e*tensive 
pbm experience, plui 12 yrs wargaming 
experience, all responses answered David 
Slfrphens Rl HI. Bo* 3$. East Bend. NC 

27QtB 

Opponents wanted 10 aun a War Gamt I lub 
Sudanis whg are interested in such a club 
contact me Larry Kevm Paiterson. 2B15Samt 
^egis Rd Greensboro HC 27408 (919| 288 

J576 

Chessie System noi will take on all RR bulls in 
CIO B&O and Dispatcher I don't own either 
game bui know hpw tp play G Dirw Pens. 
J5300 RocksKle, B120. Bedlord Hghis OH 

44^'46^216; 439-6041 

Good it' " ' " 

pom C 



Does anyone Hva m Atlantic Canada or Canada 
in geneiat No fetier go*4. unansworeu Dos 
perete fOf pbm opponents in anything Glenn 
Saunders 2 FerrylandSt St John s Prov Nfld 

AlE-JLl Carudn. JIJ8 2244 



rj.-.^.l ..[.^.infill lO' 


,.i. , i, .| 


■.■■.,. 




You choose the sides Gord Clariy 44 Beaver 


brook Ave Islmptr. 


n. QnT Car 


iada 


M9B 2N3 


!4 1tii23J BObES 









Help' I havo/i': had ari opponent, in 3 year: 
H 9 v e 3 ft. Ale*, finu Drig. BW. Wal. OD. BB 
Will go half lor pbm kit All letters answered 
Grog Oumian Bo» 324 Newcastle Newcastle 
FToy Ont Canada. Loaiho, 987-5277 

NliVV .ill V.l " Cl.! , ,I0,-: -ii'l'.. ■ lj 'I I T|-| "■'■.■'-■' I ■: 

gametlubS. in TilSphburg, St Thoma.Sarea 10 

years experience K.en Newman. General 

Delivery. Straflordville Ontario. Canada 

NQJlY0(&l5') 866 3396 

iandexch 
No lees 
Priios. alt calibers welcome James Hymas 

250GlenManorOr W Toronto Ontario M4E 

2Y1. 699-2219 

Ariention Wargarneis in Australia fil or prrr. 
Have Aleic. Anzip D-D. Ong, Oul PanLd. RW 

1776. Wai and others Beginner and need 
experience Ivai A Fermann 2'J2 Church Si 
W gang New South Wales Austf alia MOO 
TirM of youi .:.:.'- ■ -i. -r ■= ■ - ■ T:.uing oul' Fo. 

reliable players of nearly every wargame 
published join the NSC 120 games started 
100 internaiianat wargarnihg members' Ni- 
cholas Palmer Lehwaidsves 3 '8 G Den 

mark, DK-;aOO Lynsby 

Wouldli-ketupi;:-. I-" r a--y ol -heiulluuving AK 
DD, Fr -40. Jot. Mid 3P An tenets answered 
Gieerson McMullen. 1 1 Pud St Dominique 

Paris. France 551.23 03 

Play ftl WS -I'm C v.lle Mid 3R Pan, Loll Pbm 
Lull. Pan Rob Slake, Calls- I r/43 Rumbio 
K-i'^ci' lMn;i-li,'i, 0Q-J31 S-3 3336 
Avrirag-r- arluli warn-; ivl.fi I,,, t .,r'i D ■!.' IlI in:' 
any AH wargames in Iprrejpn Sppm aiea 
Thomas L Gummo, PSC Box 2967 APD. New 

Yorfc 0&2S3. Turreiori. 5 pair 

other Soiith Clavnl;jnj n ovi'ii' Guy Perrem. 
fl646 fiedwood Brooswick, OH 44212. 22B- 

9358 

Pbm ooponrjnts wanted 1or Pan and Lu-'l Ime 
alliesi I have kits lor inysell Am an average 
player and AREA rated Hoberl Kram. 31 27 
Lookout C.r . Ciin OH 452Q3. 971 -2060 
Phm. 1lf Pan. Blitz, PanLtf. Ptheii DeSiretO(0.n 

or siari dub Wal *oi area in Coil area pfe 
cat: 464 3636 AREA 1500 John SwaitM 
4D0Thprber Dr W fl4. ColurnCuS, OH 932 1 5 

1 6141 46i-06t5 _^^_ 

Pbm tipponents for AK. DD. Blin. Grad. Old 
Araks, pbp Joseph Kortz. 7G13 Franklin. 

Cleveland. QH J--.-:;: 1 /jji Ji^i 

Averaye playr-- ,: '' i imp, ■■ ■ I iv.i-lts ftl Jut, Mid 

Pan, Penid Write pr call Richard Takacs. 
430B Archwood Ave Cleveland. OH 44109. 

7419876 

I wilJ play Pan trior phm PI..I Si.iiindinger. 407 
Jelfersori. Ohio Dly OH 45674 |419> 965 
2534 

■VLIhi.in.i Airn-'il -ri-- f. n--|Uiri;lr.'i i-fu'.M' .i'-:l 

Franman Wo seid ihw aiie > Ftl PanLd. Tobruk. 

Pan 3R Ong Siepehn Rich, 467 1 /; Park PI 

Sprmglield, QH 4&EQ4. 325-6372 

Lult pbm, aSS fiacS AK BB Bi-iz. DD, Pan 
PanLd TAC. W f or pbm AISo ftf Civil War 91 

U-boat 22 years old. Maik Wilson. 186 East 
Market Si , Tilfm. OH 448B3 447-0256 
Average 16- yr old Wishes to be creamed in 
pom in Lult only Will pay for hall o1 kn Dave 
Robertson 29365 BeeCliwooO Dr , WiCklifle 
OH 44092 943 6539. 

:"jr>»r1 IV ii|;|^|. i- ' «v.'riri-.1 '"i ^l-' P;i"L.| 'l'' 

HW. 1776 Fr 1940. 10S, BB Geit DD AK 
Mid Wat Grad, TAC Limned travel 1o Davlon 
ttea Scott Savoiy 732 N K.ng St . Xenia, OH 
45335. 372 1?S6 

'/,-'il"Hi;: I!' iidw""':: ;i!pr.r,,-> ■:;, lull RvV 

Grad M.d Pan Pbm Lufl Will play any side 
Any game clubs aronnrt J .Rcb-erl Hasser. 525 
Fairlield Pike Yellow Sp.s DM 45367. 513- 

767561 

Pbm AREA rjopiii..-- w,tvi':i AK F_i1 her side 
Fif 1 1 -high -school age loi anv AH Members lo' 
our ttf club. Garvin Co area Brent A C.apps 
1 13 Rennie Ha, dm-i Valley QH 73075. 
Average Gen .i.i;: i-'-nw ,iv'-'age B6 slayer 
desires same m pbm opponents Prelei cprnpr!- 
iitorsinthe midwestern states Must nave your 
own pbm kits Warren Duncan. 23G7 East Eth 



what i think rS a good System Greater Surprise 

is possible than with regular Ml play Bryani 
Bower 175 IE NE Pacific Si Porttand OR 

972m 

AK, BB. BJiTl. DD. Fr 40 Pan. LuM. "GrarJ. 3H. 

1776 Wai. PanLd 1776 ftf pbp Brad 
Woods 6533S E 29Aye Portland OR97202 

774 MSB 

Fil anyone^ Have AK, Blur. DD. Fi St . Geit. Jul. 
Kneg. M.d 1914, 1776. Grad 3R and others 
Leslie Howard, 803 Desmond St Athens. PA 

1 6810(7171 8BB 7053 

Hlepl I'm enhei ine clobbe: v ~ i-.ini.hi-rir v- 
gol I 776, Aten. BB 00. Gelt, Quad . Luf\. Jut. 
Mid I'll 111 or pbm Malt Shirtey, 1014 Park 
Blvd Altoona. PA 16601. 946-3251 
AREA only Adult beginner (GOOj seeks pbm 
opponents Preler AK or will play Pan. Get! 
Kneg Mo kits but will pay ball Wall Laloret. 
135 Tailor Ave Doyiestown. PA 16901 (2151 



Need pbm 


opponent in Anno 1 have kit 


Opponent i 


nust be AREA rated Mlna .& 1 200 


J,m Kenloi 


i. 65 Birch Si Bradford. PA 16701. 


\>..h :,r.r 




A'-:i A ,,p:„ 


iiii.-n: ir. Pgh vicinity toi III Alei. 


Kneg Lull 


Pan. RW 3R Ws.1M My rating 


1200 Ron 


Henslev 171 Dhk Dr Ho 31 N 


Vl.-:..: II.-!: 


PA '.-L.13; |4t2| 824-7948 



WrnkeJ warrici will match his strategy agamsi 
all ooponents Only PBMi AK, BB. DD Fr'40 
Mid. Wat, 3R Use pbm kits or will irnpioviss- 
John Walker 1250 Beaver Hpriow. Kortia- 

t own. PA lUJi.r :;-:b : V^ TzIA 

Need III opponents '.;i all Ah ijames Prefer 
1776 3R Tobruk or Jul Have luertd whop tays 

too Thomas Beck. 3227 Teesedale. PWIa PA 
13136. DE8-0770 ^_ r _^__^_ 

' I' I ■...- 5;'i I"' .10 ' = .1.-1 Grail BiiV Nwi:l' 
wants opppnenls and any rldb info Member IJ 
of Put Call from 6pm to ? pm only William 
F Arngo. 1109 fto'Ss Ave Pgh PAi5221(412[ 

247 1552 

1776. WAT. BB Gelt[Ke*} DD Pj-Bk PlLrj. 
Anzio. AK. Jul, Grad. all pbm 1914. also 
Preferably an AREA oppon Ffarino around 
1200-1300 TomLeJeune 1 56 CnaKonte Ave 

PHtsrjurgji PA I572g. 33l 50B3 

Attenlionl All expef ienced npvice to average 
players PbrTi Biiti witiicprtiputer BenGoroas 
ky. 1040 Clemens Aye Roslyn PA 1900V 
TU6-5861 



I will play anybody at anyiiriie and anywhere 
I'll play anygame Anybody inDpylestawnarea 
tePbil area Give me a call AREA 19001 Mark 
Zimmerman. 2l38 H&rblow, Wafhngton PA 

1B976. 343-6546 

Pbm ana fil opponents warned 1di AK An 
fiol2!, Boige. oD. Fr'40. Luft. Mid Pan PanLd 
RW, 1776, 3R AREA raimg 1ZD0 Npk.ts Will 
■mptbvi-se Richard Larkinrj, Jr 18K.enyonAve 
Wakelield, Rl O2S79t40i| 789 3795 
Pbm w ftl AK, BB Blm. Fr 40 Pan PanLd flw 
1776. Wat Have kits 1 or Wat, Pan. AK. Blitz 
Will go hall on any oiners Jon Schleiler. Boji 
■If: r.i-iprjfdali'. IN :i^'b 1 6 1 b :■ 396-2545 

4'-:L A ■.;i!-'!'." "Yi:) ■■'-'■'i^ Will ftl Anjro 

BB, Jot, Lull. Mid, Pan PanLrJ, RW. 1776. 
Grad and JR Will iravel anywtiere near 
Cookeville and Overton. Mike Panicak Fit i0. 
Bo* 221.Cookeville.TN 3B501 5g j73B 

Are there any wprgamers near LoreitO TW Ftl 

BB-Si BK-Si. FT-Si, Jul, Mid. Pan. PanLd. RW 
Giad, TAC Chanccllu-rsville. rated or not 
Please answer Mac Weathers.. Commerce- St 

Loretlo, TN 3B463 (616) 853-6481 

vVanted opponent wanted in Ft Worlb area 

Win play DD or Stalingrad Ceiiorwme David 
E Walker 1520vVeiler FortWorth TX761 12 
457 0576 

AftLA rnt-r-tii li pbm Bin t, I nfl. Pan. DD Fll 

most AH games Would like mto on clubs in 
Houston area Weldon Lee, Jr 7319 Universal 

Di Hopston, TX 77072 493 5178 

17 year old AREA member seeks mature 
opponents Fit matches only Anv gamers 
atlendrng Box Elder Higlt School' Christian 

Wilson, 153 N 5th West Bngbam Cny, LIT 

64502 -ISO 1 1 723-Sm 

■>.;■.■ .ii.i:; will pljv tli!> i- ■' .iivl'- .,;| I-;- 

Know BIlIZ. AK Please hurry Lonn John 
5h.loh Ofirm Ftm 100. Georgia. UT 84770 
Want fit opponeni m AK BB Bl.u Fr 40. Lull 
Mid Pen. nw Gred. 3R Any clubs m Utah 
Want to join di lorm dub John Miltsaps 4050 
S 3250E. Sair ...i-.iv I.; - a--. I -/ 2;7-075Q 
.'. iy ,iii>-"i>s:i i: ii- M-e formation of a N Va 
Wargamers league Please contact me Oan 
Gallagher. 9524 Spnngman St Alexandria. VA 

22309 780-5646 

AREA pbm Bl-li Ipreftr new rules). AK I m Jrj 
anrf have appro* 1400 rating Need Itl 
Opponents m 9, W VA and Bristol jioh Dan 
Barker. Ftouie 3, Box 40, Castlewood. VA 
24224(703(762 7338 



AREA member, rated C 


wants pbm A< Alio 


pbm Mid d you have S' 


(■stum Fil anything 


ftpberi Miller. 307 Lewn 


; St Fiedericksburg 


VA 22401 373 7024 





Adull average to good player desires ftl 
opponents in 1 77S 3R, Bulge, Grad. Mid DO 
Kneg. PB Fr 40 Willing to learn PanLd Ihe 
tiartt way Wall Ashe, 5401 Green Brook Or 

PfiiH.mrMilh. VA 2J703, 484-91 1 2 

lbvear uld wants fil players lor Blm 1914 
1 775 and 3R Michael Begley 5605 Miami Ct 

Va Beach, va -mk .;h; ^/J 

ARE A 1 203 .....I--.;,- ■ . '.-... ■:■. ■ |.-|.i,i i.'i :'. li, 
ptwi Wat. BB. will play either side H D Iran 
PQ Bph 610. Win.amSEurg VA231B5 
isn't there anybody m the SealUe area that will 
play AH games fil' Alsoam interested hi pbm 
Mid Casey Nelson 14B0B &4th Ave NW 

Bolheii. wa 98U1I. aqh-Ajs/ 

Ftl opponents -■--.!' :■-:; --ml..--.- -..-i-si-e-d player m 
1 776, HW. Pan. 3R. MnJ. BB, Gr«l Jut. DD. AK. 
Wai Any clubs in Tacoma? Lanny Johnson 
#12 Holiday Drive. Lake Holiday. ParlOrchaJd 
WA 96366. BB4-J92S ^_^ 

,-. -;| .". -,-,■-■-! „■- v.- -,!■ .-■•:■■ ;;::i- R-?, .I-'-, ,'iIIii-f: I ill 

quick tepiy send- set-up and 1st mgve This wilt 
be a raied mathc 1200 up only Stave 
Croskiey, S 1722 Blake Spokane WA&92 16 
15091 1 928-3321 

''■-Fir .'. ,.|.-.. ..,.■::, j.ni, Pi-,, : -'-:-. ..■,'■'". i ■'■- 

Will answei an tellers Raung 1500 TerryHill 
N 2937 Cook. SpoXane WA 99207 464 
3007 . 

Fll opponent in We na tehee area Willi in lifly 

miles Any games but prefer 3R. PanLd or 
1776 AREA rated Chris Hawkins 117 N 

Cleveland £4 '.V.-- .i.:'.l-i- "7^99801 

Wanted Itl 3P. Pan. 88 Fr 40 Gtad.Wat. AK 
Aniro oi others Good player with friends all 
UWsiudems Mike Gallagher, It 5N Orchard, 
Madison, Wi 53715. 262 6280 

Pi. i /•'■', -.t .-. ■' • 1 1 -.: lor ■■.:.■■■■> : ■: :■,.;■ m ■--- . k- ■■■ 
liGMi Please contact after 4 pm Roger Boher 
Chairman IfjM 3$1$ 54lh Mil wi 53220 

541-172B 



FOR SALE 

Pbm Opp wanted Gra.d. DC, AK Looking Ipr 

possibte ctub members >n area Also selling 
mm) 1914. big-host bid You pay postage 
Stephen Lucas BOB Piedmont Dr Tallahassee. 

Florida, 32303, 3B6 5B53 

Fine condition 1 91 4 for sale 0' trade si5 00or 
good condition Guad All letters answeted 
Mike McCutiough, 1B1 2 Ivan Or Taiiahessee. 
L '^'^—^jltlll 

l.i L ; . , . ■ i '.'...:.:.'". 1 1 .' i . - i .■■.,■■: : . ■ - -, -;.-,.■ i - 

excellent conbitibn siO You pay postage 
Mike McOure. 1 1 1 \ N Lott Blvd Ghbson City. 
IL 60936 1.31 7] 7B4-43I6 

For Trade 1914. excell cond Ungil Mu.jlri 

■. ■■i.r.-i„.i'i rij^„ii:'.„-.'>- ■■_ 6302b j>sfi-a!S7c 

J^or sale 1914. Goad m like new condn-on 
maVeofler Ronald Roihbauer Apt 113 1717 
ljie.:-,-,[fLf Rivd Clarksviiie. in 47130. 283 

4688 

Sell good cond, i-.. r ■ '■ 1 -1 '. f. rX) Ftf Anzio SB 
Jul. Lull, Pan. PanLtr. 1776 Area pbm Pan BB 
need one half kus Greg Tanner. 3907 N St 
l aii Wichtla K5 67204 938 0547 
For sale, l $14 m e«cei cond Counters: 
unpunched $14.00 oi highest bid abovelhat I 
pay postage Answer all latters OavrdMuths- 
zewski, 57J1 Belmont Deatbom Hts Mf 
48127. 278-5735 



For Sale 
Craig Han 
53H4 (3 


ong C Villi: 1 

diby. 976$ Ly. 
14)423 0542 


n-id Guad reaspr 
intown. SI LOO'S 


..Hi in 
.MD 


Sell Managen 
condition To 

Attred Weisse 

07452 


tent and Le Mat 
highest bidder 
18 Slewing PI 


All answ 

Glen Ror. 


ered 
it NJ 



ILeMans goodcond a 
S20 Also lirsi edition Tactics IL good cond 
except CR1 si? Send itampad envelope 

Kenneth Tayrur 405 Albany Ave Weslmpnt. 

NJ 08108(6091426-0786 

For Sale 131 4 lor s.20also WWIlNonh Alntan 
rtlicroarmour all letters answered promptly 
Donald Cook. 65 E Main St Chateau-gay. NY 

i ;-j;.' :-.-i^ 497 '-:'.33 

Sail Mmi s-toii- u-v.\ So*3 D E iSi-a. back 
issues Gen 1365. 1973, sell-trade 1/1 200 
ships JoeCullen 104 E 4m5t NY. NY 10003 
212 777 9924 

■ • " ' ■'j' • i .■'- ■, s -. ? if ■ i:'Jn " 
boxes unopened 41 5 oi will trade lor goodu 
bpal, B Mark pr Guad Ginrj KavcMWtlA 765 
Amsterdam Ave NY, NY 10Q25, B65-7146 



